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♦The newly discovered frozen continent of Velious adds 1 6 new advanced adventure zones r ' ' 

♦12 new player character armor graphics for each race . ^ . 

♦Hundreds of new magical items to discover, trade and sell from the mundane to the magnificent 

•Dozens of quests for characters level 35+ which will take you to the planes and a city of dragons 

♦A new cast of creatures to confront Frost Qiants, Ice Dragons, Cave Bears, Snowfang Qnolls, Storm Qiants and more 

♦Full version of either EverQuest or Ruins of Kunark required. 
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You are the wretched refuse. You may be born from dirt, but we will forge 
you into steel. You will learn to bend, if not you will break, for in these 
dark times, the Brotherhood - your Brotherhood - is all that stands between 
the rekindled flame of civilization and the howling, radiated wasteland. 

Your weapons will become more than your tools, they will become your 
friends. You will use your skills to inspire the lowly and protect the weak... 
whether they like it or not. Your squadmates will be more dear to you than 
your kin and for those who survive, there will be honor, respect and the 
spoils of war. 

Submit to the Brotherhood... 

Fight for the Brotherhood... 

Conquer for the Brotherhood! 

www.joinbrotherhoodofsteel.com 
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brethren via LAN or the Internet. 
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The Most Critically Acclaimed Action RTS 
Multiplayer Game of the Year 

GgmesFifst - 100% - #1 Awgi-cl 

"Sgci-ifice is 3 tfue oi-igin^l.-- S^cnfice is the most gi-gphicgliy stunning computer 

ggme we've ever plgye4." 

Terra.com 

#1 PC Game -SACRIFICE 

Gamers Pulse- Platinum Heart Awar4 - 99% 

"Sacrifice is simply one ofthe best games I have ever playe4." 
GameRankings - 95% 

"But I seriously wish you woul4 [ust 4o the gaming worl4 a favor an4 [nst buy this 
game.... From the moment you fire the game up, you know you're in for a treat... 
please the Go 45. Buy this game." 

PC Game Review - Gamer's Choice Awar4 - 4-. 71 / 5.0 
"Absolutely amazing. Onigue, alien, fun, involving an4 challenging. 

This game almost 4efie5 wor45 or categorization." 

IGN - 9.4/10 - E4itors Choice Awar4 

"This game is a riot an4 3 half.. Sacrifice has so much 4epth an4 so much character, 
you'll be spen4ing those late nights trying to think up the screwiest strategies 
possible for kicking your opponent in the teeth." 

Gamespy - 93% - "Phatware" Awar4 

"I truly cannot recall another RTS that strung its missions together by such an 
intriguing means of story telling." 


CNET Gamecenter - E4itor5 Choice Awar4 - 9/10 
"...Sacrifice is one ofthose few games that manage to 4o just about everything right.. 


MGON - 94% - Emgeo's Choice Awar4 

"Sacrifice is one ofthe out5tan4ing titles of this year... This game is a huge step 
forwar4 in ingenuity an4 sheer creative genius that the gaming in4ustry 
has been lacking in recent times." 
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Animated Blood 
and Gore 

Animated Violence 


Co medieval on your enemy's ass. bat tlingand 
brutalizing in the most visually intense and sliockingly 
realistic combat scenes ever created for the PC- 


Unieash your might with over 1(JU viciously lethal 
hand-lO'hand weapons as four di.stinct characters, 
each trained in specific areas of combat. 
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Kxpcriciice stunning animation, superb physics and 
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Immerse yourself in a completely realistic alien 
universe that you design, customize and control. 


Crime and punishment, leisure and entertainment, 
plus a fully functional economy await you. 


Nine races in a society full of secondary characti 
each with unique looks, personalities and abilitie 





"It's like Dungeon Keeper 2 on steroids in space, and with aliens-- 

...Best space station sim ever!" — PC Gamer 



The time has come to rule abandoned space stations, attract masses of alien races, and unite. 
Rebuild this once thriving world to the glorious days of old as you manage industrial decks, 
entertainment decks, and bio-decks. A time to conquer, build and expand. 

That time is now. For this is Startopia. 

And into this age of darkness shail come light. 

BUILBinB H BETTER FUTURE, startopiagamexom 
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Who Knew? 



M K VWV he coming explosion in the use of 
I personal computers has just 
A begun. We at Computer Gaming 
World are excited about being a part of it, and 
are glad that you have joined with us." 

And with founder Russell Sipe's words, CGW 
blinked into existence in November of 1981. At 
the time, Sipe {who you'll hear from in a few 
pages) couldn't have had any idea how big 
gaming would become. How could he? At the 
time, the PC gaming industry was newborn. Heck, the PC industry was 
newborn. Consider the following, all of which occurred in 1981: 

■ Commodore announced the Vic-20 computer, with a whopping 5KB 
of RAM. 

■ Microsoft had just bought all the rights to DOS from Seattle 
Computer Products. 

■ The first IBM PC was made available. The 5150 featured a 4,77MHz 
Intel 8088, with 64KB RAM and 40KB ROM for $3,000. The color version 
cost $6,000. 

■ Apple released the Profile, the first PC hard drive. Five megabytes 
set you back $3,500, 

■ Hayes announced the Smartmodem 300. 


ASSISTANT MANAGER 
TECHNICIAN 


.STEVE REIMERS 
...ROGER DRAKE 


HOW TO CONTACT THE EDITORS 

ADDRESS NON-SUBSCRIPTION RELATED QUESTIONS AND FEEDBACKTO: 

CSW EDITORIAL, 50 BEALE STREET, 12TH FLOOR. SAN FRANCISCO, CA 94105. OR 
YOU HAY CONTACT USVIA: CGWlEn£RS*2IFFDAVIS.COM 
PHONE: 1415) 357-4900 • EDITORIAL FAX: 14151 357-4977 
WEB SITE: CGW.OAMESPOTCOM 


DISTRICT SALES REPRESENTATIVE/ 

EAST COAST TERRITORY TALLIE FISHBURNE 

tallieJshburneSzilWavIs.com • 16171 354-0284 

ACCOUNT EXECUTIVE/ 

EAST COAST TERRITORY EMILY OLUAN 

emily.olman iziMavIscom • 14151 357-5226 
REGIONAL SALES MANAGER/ PACIFIC NORTHWEST 

AND BAY AREA PENINSULA IAN SINCLAIR 

ian.sinctair ozrftdavis.com • 14151 3574325 
ACCOUNT EXECUTIVE/ PACIFIC NORTHWEST 

AND BAY AREA PENINSULA MARY GRAY 

n>ary. 0 ray ?zi«davis.uim • (4151 547-8782 
REGIONAL SALES MANAGER/ 

SOUTHWEST TERRITORY . ....KAREN LANDON 

karenjandon^zlffdevis.com • (760) 942-6277 

ACCOUNT EXECUTIVE/ 

SOUTHWEST TERRITORY LINDA PHILAPIL 

linda, philapirlzifld 3 uis.com • (415) 547-8781 
REGIONAL SALES MANAGER/ TEXAS, WASHINGTON, 

SAN FRANCISCO TERRITORY MARCIYAMAGUCHI 

marciy 5 zifld 3 uis.com • (415) 3574944 
ACCOUNT EXECUTIVE/ TEXAS, WASHINGTON, 

SAN FRANCISCO TERRITORY MEIGHAN O’ROURKE 

meighan.orourke 5iiffdauis.com • (415) 3574920 
SENIOR MARKETING MANAGER 

AND CREATIVE DIRECTOR REYLEDDA 

reyjeclda4ziffdauis.com • 1415) 547-8775 

MARKETING COORDINATO R -.ANNIE LIPSCOMB 

arinl 9 jlpscomhl 2 iffd 8 uls.com* 1415) 547-8248 

ADVERTISING COORDINATOR TIPLER UBBELOHDE 

Irpler.ubbelohde iziffdavis.com • (415) 357-4930 

SALES ASSISTANT KflISTEEN LAUT 

krisieen.laul 5ziffdauis.com • (4151 547-8778 

SALES ASSISTANT ...CHERYL FARRELL 

^eryl.latiell Iziffdauis.com • 1415) 547-8783 

HOW TO CONTACT ADVERTISINO & SALES 

ADDRESS INQUIRIESTO: CGW ADVERTISING. SO BEALE ST., I2TH FLOOR. 

SAN FRANCISCO. CA 94105: OR CALL (4t5| 357-8779. FAX (419) 397-4999. 


And just to give you a little perspective regarding exactly how long 
ago 1981 was, the following national events all occurred 20 years ago: 

■ In January 1981, Ronald Reagan was inaugurated president. The 
hostages returned home on the same day. 

■ The price of a stamp rose from 15 cents to 18 cents. 

■ Prince Charles and Lady Diana were married in July. 

■ In August, President Reagan fired the nation's air traffic controllers, 
who were striking. 


"It is my hope," Sipe says in his first editorial, “that CGIVwill become 
a forum for an intelligent dialog between gamers, designers, manufac- 
turers, and retailers.” Interestingly, this still holds true today — intelli- 
gent discourse on gaming 
remains our ultimate goal. 

You're about to read an 
extra-special issue of 
Computer Gaming World. 

We hope you enjoy it as 
much as we enjoyed 
putting it together. 
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SOOTH ANNIVERSARY EDITORIAL 


20 Years of Serious Fun 



lohnnyL. Wilson, former 

CGW Ediiorial Director 




rom the moment that 




b Russell Sipe hired me as 




A a part-time assistant 




editor for CGW in 1986, 1 loved 


r.. i^hhH 


my job. I entered into a ratified 
environment where people had 


jaHKl 


a passion for designing, pro- 




gramming, playing, reviewing, 
and yes, even marketing games. 




It was an arena where innova- 
tion was king and often rewarded. Not only did we seem to get 
new games every single day, but we had the privilege of meet- 

“Today, design visions are not 
as tightiy focused as in the 
old days, but they reach and 
affect more people than they 
ever did before.” 


ing designers and finding out why they built games certain 
ways. My job was a constant thrill. 

I also remember being incredibly optimistic. I was thorouglily 
convinced that we, as an industry, were going to change the 
way people play and encourage people to think about life in new 
ways. I thought we were stealth educators and stealth accultura- 
tors. We couldn’t wait to show new games to friends and fami- 
lies. We wanted the whole world to play our games, to be the 
'‘New Hollywood" that Trip Hawkins preached. 

Playing some of the old games while writing tliis issue’s 
“History of Computer Games" feature, I was reminded of how 
easy it was to experiment when you were designer, artist, pro- 
grammer, author, and marketer, too. No focus groups or pack- 
aged goods salesmen told you what you had to have in the 
game. Development budgets were low (or non-existent), expecta- 
tions were limited, and there wasn’t a great deal of risk. 

As a result, there were some great games built around unique 
ideas that aren't likely to succeed today (ROBOT WAR, ALTER 
EGO, CHOPLIFTER, LODE RUNNER, PRESIDENT ELECT, 
PLANETKEEPER, BALANCE OF THE PLANET, REACH FOR THE 
STARS, and M.U.L.E., to name a few). And, as much as I loved 
those games and even enjoyed playing them while writing the 
story for this issue, I wouldn’t go back in time and give up the 
ULTIMA series, SIMCITY, the CIVILIZATION series, SSI's GENERAL 
series, HALF -LIFE, THE SIMS, the brilliant iterations of NHL 
HOCKEY, and the latest version of SAMMY SOSA HIGH HEAT 
BASEBALL. Today, design visions are not as tightly focused as in 
the old days, but they reach and affect more people than they 
ever did before. The Web gives designers a chance to experi- 
ment and the mass market gives an opportunity for reward. I 
love the old days, but I wouldn’t go back. 

Johnny WUson is the Group Puhhsher of five magazines for 
Wizards of the Coast, including Dragon, Top Deck, and Wizards. 


Russell Sipe, founder and 
former publisher of GGW 

W hen I was your 

age...." Sometimes I 
like to kid my daugh- 
ter by telling her about the 
way things used to be before 
the On switch. 

But I'm not kidding when I say 
that, when I was the age of 
many of you, not only were there 
no computer game magazines, 

there were no computer games, and for that matter there were no 
personal computers. 

Before PCs, gaming enthusiasts played board games like 
Tactics n, Blitzkrieg, and Rise of the Third Reich. The big problem 
in those days was finding opponents. We needed inteDigent but 
slightly eccentric friends willing to spend hours setting up hun- 
dreds of counters (game pieces) to play complex games that last- 
ed for days or weeks. These folks were often hard to come by. 

But then came “microcomputers," and the Apple II, and 
Computer Bismarck horn Strategic Simulations. Incredible! Now 
a computer could set up the game for you and be a faithful friend 
ready to play at the flip of a switch. Who cares if the intelligence 
in those early days truly was "artificial" in the worst sense of 
the word? Things were looking up and bound to get better. 

When I decided to start CGW in 1981, there were no computer 
game magazines and very little game coverage in the general- 
interest computer magazines. The game industry was in its 
infancy. Programmers were putting their disks (or cassette tapes) 
in plastic bags along with photocopied rules. That's how Lord 
British (Richard Garriott) and Ken Williams (of Sierra) got their 
start. One high school student brought his plastic bagged fanta- 
sy adventure game to my two-bedroom publishing empire in 
southern California. He wanted me to review it in hopes that 

“Throughout the magazine’s 
history, CGW has always been 
the computer game magazine 
for thinkers.” 


stores might pick it up. It had a very cool Frazetta-like painting 
of a nearly naked woman chained before a fierce giant serpent. 
The scene wasn't actually in the game, it was just cool art, he 
said. That’s how Interplay's Brian Fargo got his start. 

Throughout the magazine's history, CGW has always been the 
computer game magazine for thinkers. "We exercise your brain, 
not your fingers" was one of our informal claims. The industry 
has changed over the years, not always for the better, but for the 
most part, what we have today is light years ahead. 

And, of course, our expectations continue to grow. Games are 
becoming even more realistic. Some day you will say to your kids 
"When I was your age we sat in front of a computer screen to 
play our simulations." "Nah," they’ll say. “stop pulling our leg.” 

Russell Sipe is an avid astronomer, writer, and radio-controlled 
yacht racer. His website is www.sipe.com. 
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MAJESTIC’S Freaky Links 

I would like to thank you for the excellent reporting on the upcoming 
game MAJESTIC (December 2000). It's obvious by your undisguised 
enthusiasm that you already understand the possibilities MAJESTIC offers, 
but I thought I would share with you a little story of how I’m already "play- 
ing" the game. 

During a recent lunch with three co-workers, I described your article. 
Upon returning to the office, I decided to show them your article as well as 
check any news that EA.com might have, After forwarding your piece, I 
found the following URL: www.ea.com/worlds/majesticl.jsp. Imagine 
the rush I felt when, purely by accident, I discovered in the highlighted text 
the following hidden URL: /www.freemegs.net/~gponcin/. 

That discovery set off a chain of events in my office that had four senior 
staff members searching the Web for more of these links all afternoon. Talk 
about a productivity drain. By 6 p.m, we had viewed dozens of pages, 
some real and some fictional, found more hidden URLs, viewed video, 



even made calls to Beaverton, Oregon. I even read IRC Web logs of 
MKUIlra theorists, I don’t even believe in UFOs, let alone CIA mind con- 
trol! But there I was, scouring the text for understanding and for more info. 
Was it premature? Probably, but all of it was captivating our attention in a 
way not even our most favorite games had. My 7’x4' whiteboard of cus- 
tomer information and sales tracking had to be erased so it could be filled 
with all the newly gleaned knowledge, Websites, names, TCP/IP address, 
links, I haven't even paid yet and I'm hooked. Amazing. What will it be like 
when I'm playing for real? I can't imagine, but I hope my wife doesn’t 
divorce me and I don’t lose my job, From this excitement came the person- 
al insight that no matter the rush of PC developers to move to the console 
systems, the marriage of PC and the Internet will always hold me 
entranced in a way no console system ever could or will. Long live the PC! 
Thanks again. 

Ken Kllka 


On EVERQUEST Bannings 


Regarding the '‘Banned!" article published in the January 2001 issue 
of CGW, it really irritates me to continue seeing such actions taken from 


companies who wish only to 
cover their asses! Banning a 
player for writing fiction about a 
game that she or he obviously 
loves, because some lazy parent 
found the content of written fic- 


Write to us at: 
Cgwletters@ziffdavis.com 
For help with subscriptions: 
Cgw@neodata.com 
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LETTERS 


tion about the game offensive seems 
ridiculous to me. 1 personally am sick 
and tired of irresponsible parents 
blaming computer games and the 
Internet for their children’s intellectual 
demise. What do the good people at 
the ESRB bust their humps (or so it 
seems) for? 

The bottom line is this: I used to be a 
child and my parents always made 
sure I did not play computer or video 
games that I wasn't supposed to. They 
made sure I did not watch certain 


movies until they were confident I 
would not want to pick up a gun just 
so I could be (ike Tony Montana. They 
weren't perfect, but that's one thing 
they did right. I don't see why anyone 
else can’t do the same thing. Children 
are the parents' responsibility, and the 
flak should just fly back at them. They 
should take responsibility for what they 
allow, directly or indirectly, their chil- 
dren to see and do. 

And as far as “intellectual property" 
goes, dear CEOs and PR people, just 


remember who it is building your 
world. If it weren't for players like 
Mystere and plenty more, EVERQUEST 
and the entire game world would be 
nothing more than a good idea. 

Alex Ravaty 

I actually agree with both bannings 
mentioned in your last issue, The first 
one was obvious because you just 
can’t let people ruin a game for others. 

I strongly back that notion; being a vic- 
tim of that group makes it much easier 
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to understand. The other banning to 
me was just as simple. I still would like 
to know what post your editors read 
because the one I read clearly was 
inappropriate. The story I read was 
about torturing and raping a young 
woman and it was beyond sick and dis- 
gusting, It wasn't role playing, it was 
perversion, and that isn't a part of role 
playing. Also, Verant has legitimate 
intellectual properties. They have shirts, 
actions figures, and probably novels 
and the like coming out, and having 
stories written by under-sexed 
teenagers floating around is bad for 
business. I also strongly believe that, 
right or wrong, it's their game and you 
play by their rules. I don't think there’s 
much controversy here. You pay to play 
and you follow the rules, whatever they 
may be, and that's that. 

RCarreiro 

First, let me say I admire you for tak- 
ing on the tough subject of online 
game player banning. Second, I will 
admit to not agreeing with you, 
although I believe 1 understand your 
concerns. Verant has created a game 
with good and evil in it, but it is done at 
a less than intensely serious level. 
Although it may be hard to pinpoint, 
there is a fine line between hardcore 
torture and evil and what Verant por- 
trays in its game. 

You ask “Why is it fine when sprites 
are shown cutting each other to 
pieces, but when someone writes a 
story that describes the same thing, it 
suddenly becomes verbotenT The 
point is, you never in EVERQUEST see 
sprites cutting each other to pieces. 

You see swords swinging and the loser 


going down, but these are not graphi- 
cally explicit. Evil is suggested, even 
hinted at, but is not explicit. The only 
torture you are likely to experience in 
the game is the non-stop music in 
Rivervale. Even battles between NPCs 
end with the defeated just vanishing. 

The point is, EVERQUEST does have 
a certain image that is more fantasy 
and humor than evil and horror. In the 
case of Mystere, it has simply asserted 
its rights that Mystere 
crossed that line with its 
intellectual property. Even 
if they did so due to pres- 
sure from a particular 
group of people, it is still 
within their rights. We 
hardly expect all writers of 
fan fiction to be asked to 
cease. Fan fiction written 
in the spirit of the game 
would never be in jeop- 
ardy, I would wager. 

You suggest Verant is 
fighting the RPGers. i 
think they have merely 
chosen a particular 
course of action when 
EVERQUEST's image was put in ques- 
tion. Many, if not most, bannings in 
EVERQUEST do relate directly to one 
player's abusing the game at the 
expense of other players. This was a 
very special case as far as I know. 
Verant does indeed support and 
encourage RPGers both by creating a 
“tavern" section of its website for role- 
playing and by creating a particularly 
RPG-friendly environment in the 
recently released SCARS OF VELIOUS 
expansion. 

Again, I commend you for taking on a 


controversial topic and presenting a 
thought-provoking article. 

Gwen Hembrock 


Kudos From This Month’s 
Canadian 

I have to compliment you guys on 
your article on Korean computer gam- 
ing (January 2001). 
This is exactly the type 
of stuff that I wanted 
to see, since reviews, 
previews, and hints 
aren’t anything really 
new. I think that I 
speak for everyone 
when I say that I want 
to see more articles 
like this. I also think 
that it would be neat if 
you interviewed top- 
ranked gamers - ask 
them why they like the 
game, how much they 
practice, their strate- 
gies, and so on. Keep 
up the good work! 

Robert 
Toronto, Canada 

P.S.: I am not a moose, lumberjack, 
or beaver, and I rarely use the word 
“eh” I 

So you must be a mountie, right? 

You didn't say you weren’t a mountie! 

Politically Incorrect Letter 
of the Month 




There's an 
alien in 
my head. 


I want my 
Mommy! 


I'm at peace 
spiritually. 


I'm sick of 
pineapples. 




Internet connection and online fees required. Windows ® 95/98/2000rNT 



If Nicky R. from Canada does not 
resemble a moose (Letters, February 
2001), does that mean she is too 
young to sport a rack? 

John Walsh 

John, John, John. Please. Here at 
the CGW Letters page, you may make 
fun of the Canadians all you want - 
it's a tradition. But - please - leave 
the ladies alone. We have a hard 
enough time attracting their attention 
without insensitive guys like you mak- 
ing it worse. Sorry about John here, 
ladies. Can we buy you a drink? 


Bum Rap for RED ALERT 2? 

I have been reading your magazine 
for three years now. It is very well-writ- 
ten, and the reviews are concise and to 
the point, but my confidence in your 
reviewers is dead after reading your 
RED ALERT 2 review (December 
2000). Your reviewer give it a mere 
four stars; it deserves at least 4.5. 1 
personally took offense at the comment 
“the 2D engine is getting pretty tired." 
Obviously this man has no idea what 
quality is when he sees it. A game's 
quality should not be judged that much 
from the graphics. The replay value, the 
experience, the challenge, and the 
units have a much bigger impact. I 
have spoken with everyone I know who 
owns this game, and they say it is the 
RTS game of the year. People praise it 
for its excellent challenge and unique 
tactical opportunities offered by the 
new units. 

The graphics do not make a game! 


If you believe that fancy FX and such 
make a game, you are a thrill-seeker 
gamer, not a real gamer. I play games 
that have horrendously dated graphics 
because they are fun, not because 
they have cool FX. If STARCRAFT was 
released now, would you drag it down 
to three stars because of the poor 
graphics compared with HOME- 
WORLD? 

Robert Rice 

Actually, we think of four stars as a 
very positive review. It translates to 
“very good , " and it means that if you 
buy it you'll probably like it. We also 
agree that it's one of the best strategy 
games of the year. It's a strong con- 
tender for the award, and may just 
walk away with it when we hand 'em 
out next month. 

Jeff Green: Feel the Love 

Dear Jeff Green, 

I just read your “GreenSpeak" in the 
February issue, and I feel I'm obliged 
for the good of the human race to tell 
you that you suck. I couldn’t be more 
serious. I hope you get fired. 

TidalCool 

I would like to say that Jeff Green’s 
articles are totally twisted and awe- 
some to read. All you other writers 
could learn a lot from him. He is the 
center of attention, king of all that is 
cool, Fred Durst of Limp Bizkit. He is 
the life and soul of the magazine as far 
as writers and editors. No offense to 
the other guys, but are you all asleep 
when you write, or are you trying to put 


us to sleep? George Jones, you know 
what I’m talking about. Robert Coffey, 
how'd you get this job? Gordon Berg, 
nice try, better luck next year. You guys 
should follow Jeff for a day and see 
how he creates his masterpieces. By 
the way, who’s the jackass who puts 
those hilarious but mean quotes at 
the end of his Greenspeak articles? 

Or is that really Jeff himself amusing 
his readers with a form of self put- 
down? Last question. I promise. This 
one’s to Jeff: When can I expect my 
next bribe check? 

Anthony Li 

Why HALF-LIFE Is off the 
Top 40 

What’s up with HALF-LIFE being 
taken off the option list for the Top 40 
poll? It is still a great game. Just 
because it came out a long time ago 
doesn't mean it's no good. If a game 
has been scoring in the Top 1 0 for the 
last l-can’t-remember-how-long, then it 
definitely does not deserve to be taken 
off. I throw in my vote for HALF-LIFE to 
be put back in. Also, you should make 
COUNTER-STRIKE an option in the Top 
40, since it has now gone retail. This is 
a great game, with more servers than 
Q3, UT, HL, and TFC combined. 

Marto Gaciarz 

CGW has always officially retired 
games from the Top 40 after they've 
been out for two years — it's never an 
issue of quality. Two years is also the 
point at which games become eligible 
for our Hall Of Fame. Not surprisingly, 
that's where HALF-LIFE lives now. 
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■■■ The surest way to get anyone in the gaming 
industry to clam up these days is to mention one of 
three related topics: violence, sex, or the ESRB ratings 
system. All three, it would seem, are deemed too con- 
troversial to merit more than a clipped response or a 
wistful “No comment." 

Why are we afraid of these issues? 

The obvious and far too easy answer is that being 
gamers, we’re slightly afraid of the real world and its 
issues. Isn't that why we play games? We reject this 


the MPAA ratings system was a response to the 
changing social climate of the 1960s. On the MPAA 
website, he explains that this shift was mirrored in 
art — particularly film — in a "new kind of American 
movie— frank and open, and made by filmmakers sub- 
ject to very few self-imposed restraints." This is in 
contrast with gaming, where the themes, topics, and 
story lines haven't changed much despite major game- 
play advances in the last 20 years. 

Game marketers, raise your sights. Stop advertising 


A CALL FOR CHANGE 


It’s Time to Face Some Neglected Issues and Take a Stand 


notion and its implicit assumptions about gaming. 
Contrary to the general public's notions, gaming is not 
a fantasy escape for kids and immature adults. 

Gaming is an emerging art form in a relatively early 
stage of development. Much like teenagers, the indus- 
try is struggling to mature, while dealing with sex, 
violence, and many other real-world issues. It's part of 
growing up, and the more we try to 
avoid it, the more corrosive the 
effects of our neglect. 

Right now, we’re flat-out stuck on 
the issue. Fearful of litigation and 
the stigma of being deemed a dan- 
gerous art form, we’ve sidestepped 
the issue entirely. Industry-wide, 
this situation must change. CGW 
would like to propose the following 
suggestions as a way of getting back on track. 

Retailers, start enforcing the ESRB ratings. The 
Federal Trade Commission conducted a study last 
year and found that children ages 13 to 16 were able 
to buy M-rated video games in 85 percent of 380 
stores. We called several major chains and learned 
that most game stores feel no need to enforce the 
ESRB system. What’s up with that? Babbages, 
Software Etc., and Wal-Mart were the only stores that 
insist they enforce the ratings. That's pathetic. 

Developers and publishers, push the content enve- 
lope. Don’t be afraid to take risks with more mature 
content in your games. We’re not advocating exploita- 
tive nudity. But push the envelope. Jack Valenti, chair- 
man of the Motion Picture Association, has said that 


M-rated titles in magazines with a clearly substantial 
sub-18 readership. It hurts the industry at large by 
perpetuating the impression that you're irresponsible 
and exploitative. 

Magazines, be not afraid. Let’s not be afraid to tack- 
le the big issues, be they sex, violence, or the efficien- 
cy of the ESRB ratings. In the February issue of Next 


Generation, Tom Russo writes an excellent article on 
sex in the gaming industry. When magazines dig deep- 
er into topics and themes within gaming, we open up 
issues and provoke discussions that can have far- 
reaching implications. 

MPAA, give it up. The Motion Picture Association, 
owners of the most recognizable content rating system 
on the planet, needs to allow other entertainment 
media access to the MPAA ratings instead of selfishly 
insisting we all come up with our own systems. After 
all, what makes more sense to a parent, “Rated R” or 
“Rated M"? It’s the sensible thing to do. 

For the health of the industry, we need to stop 
avoiding these issues. Let's step up to the plate and 
deal with them.— George Jones 


“Let's not be afraid to tackle the big 
issues, be they sex, violence, or the 
efficiency of the ESRB ratings" 



G reat movies and games never seem to 

make the leap to each other’s medium suc- 
cessfully. That might change with the TOMB 
Raider movie (we doubt it), but it almost certainly 
will with this summer’s release of Final Fantasy: 

The Spirits Within, a 96-minute computer-animated 
extravaganza based on Square's FINAL FANTASY 
games series. 

Four years in the making, the film boasts unprece- 
dented levels of CG detail that should raise Square 
Pictures to prominence the way Toy Story did for 
Pixar. The characters are rendered with such realism 
that they are indistinguishable from humans— yet 
none of the imagery was re-created from any 
scanned source material. Motion-captured facial 
expressions will help preserve the illusion. 

Directed by Hironobu Sakaguchi, the father of the 
Final Fantasy series, Spirits Within will feature the 
voice talents of Alec Baldwin, James Wood, Donald 
Sutherland, Steve Buscemi, and Ving Rhames. The 
film isn’t based on one particular FF game, but 
gamers should watch for familiar locations taken 
from the series. 


read.me 


Final Fantasy, the Movie 


The premiere is scheduled for July 13. and a 


sequel has already been aimounced for 2004. See the 
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trailer at www.final-fantasy.com. 
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-reakin’ Free Games 

Jo warez, no strings. Good games courtesy of Freeloader and 
Vild Tangent 



■■ We don’t usually get 
tcited about free games. In 
le past, they’ve meant free- 
■are or shareware, and 
ley've often stunk. Recently, 
iva-based apps from devel- 
oers like 3D Groove have 
:arted to get our attention 
anuary CGW, pg 44), 

3cause they’re free, but 
ley don't match the quality 
■ intensity of standalone 
ames. 

Well, the state of the art of 
eeware has just taken some 
g leaps. 

Wild Tangent, a group 
icused on developing brow- 
jr-based content delivery, 
as an impressive new space 
Dmbat game called SABRE- 
TNG (www.sabrewing- 
i.com). A first-person space 
mulation in the style of 
3EESPACE 2, the game features beautiful 
:aphics, a good interface, mission-based story- 
le, and many of the things you'd expect in a 
axed space sim. But it's free and totally playa- 
e in a browser window. The game requires a 
:ief download, whose duration depends on 
le resolution you choose (up to 1024x768). It 
aesn’t support multiplayer, but it will recog- 
•ze and support force-feedback joysticks. 

Wild Tangent has more than a dozen games 
lat can be played from its site and the 
)ne.com, and the company has started to 
tract some attention. Wewsweek recently 
imed browser-based video games one of five 
aw technologies that could change your life 
iecember 4 issue). And some high-profile 
avelopers have joined the company, including 
ail Shenk and Paul 
;eed, formerly of 
lizzard and id 
)ftware, respec- 
i;ely. Both say 
ley’re excited at the 
rospect of creating 
jmes in months 
stead of years— a 
mtiment that devel- 
aers throughout the 
dustry are starting 
' voice. 

Wild Tangent's 
under, Alex St. 

)hn, Microsoft's for- 
er games evange- 
5t, says, "Games 


today are made and published like books were 
a thousand years ago: teams of highly special- 
ized monks devote the better parts of their lives 
to laboriously construct content that will only 
be read by a few people. What we've invented 
here is the Guttenberg Press for this industry. 
From now on great game ideas will be devel- 
oped for a fraction of the time and cost and pub- 
lished online. Everyone will have the ability to 
create and publish this kind of content." 

Meanwhile, another company with a very 
different model makes formerly boxed games 
available to online users, also for free. Free- 
loader.com has a more typical dot-com business 
model, in which it intends to support itself with 
advertising banners. While the venture capital 
lasts, you can download games such as HIDDEN 
& DANGEROUS, 
MAGIC & MAYHEM, 
GRAND THEFT AUTO, 
and parlor games 
such as Chess, 
Checkers, Go, 
Backgammon, and 
Gin. The company 
breaks the games up 
into smaller files for 
easier download via 
dial-up. Expect a few 
pesky questions and 
banners during the 
process, but it's bet- 
ter than coughing up 
cash, right? 

Happy freeloading. 



Never played HIDDEN & DANGERDUS? Cheapskales welcome al Freeloader.com. 


The GOOD... 

SEAMAN 

If there's one thing we've been beg- 
ging for, it's an abusive computerized 
fish that looks like Ed Koch. Thank 
god Yoot Sailo's 
SEAMAN is 
coming over 
from the Dream- 
cast. When the 
title was an- 
nounced at the 
Japan launch of 
the Dreamcast 
Yoot (better known as Mr. SlMTOWER) 
declared that he wanted to make a 
game that would offend and confuse 
casual gamers. SEAMAN is certainly 
offensive, and definitely confusing. 
Think foul-mouthed Tamagotchi with 
fins and voice recognition. 

The BAD... 

DIABLO II HACKED 

Over the Christmas break, someone 
figured out howto rape and pillage on 
Battle.net like 
never before. 

Hie hack 
spread like 
wildfire to 
every player- 
killer in the 
country, and 
before long, 
top-ranked 
DIABLO II 

characters were being systematically 
offed and robbed. Solution? Mass res- 
urrection. On January 8, 2001, the fort- 
night that never existed was cast into 
the void. All dead Hardcore charac- 
ters were reset to prechaos status 
from a backup made on December 19. 

and the UGLY 

SPRINT'S TOS 

Sprint's newest service. Broadband 
Direct features a terms of service 
agreement that stops short of giving 
Sprint rights to your firstborn. Among 
the no-no's of the TOS: No port-scan- 
ning, no running game or Web 
servers, and no posting anything vul- 
gar or hate- 
ful. But 
there's 
more! Sprint 
reserves the 
right to 
enter your 
home, to 
monitor your 
activities 

online, and to sell your soul to adver- 
tisers. 





• CDMPUTtR EAMING WORLD 


read.me 

John Carmack 


An inteniew vvHh gaming’s greatest technologist 


If you could go back in time and change one of your games, what would you do? 

I would have split all the technologies in the original QUAKE into two separate games. The first 
game would take a slightly tweaked DOOM rendering engine and combine it with the .qc mod 
framework and client/server networking of QUAKE, while the second game would introduce the 
true 3D rendering. Instead of one game in 18 months, we probably could have done two in 24 
months, and the development would have been a bit less gated on the technology. 


CCIV PROFILE 


DOOM 3 will reportedly feature a much greater focus on the single-player experience. Are you going for a 
HALF-LIFE kind of game, or something close to it? 

Something in that neighborhood. 

Ever since Neal Stephenson's Snow Crash, people have speculated that we will wander the Net someday in 
3D virtual space with customizable avatars. Do you think this is viable, and if so, when? 

I think the time to be working on that is right now. 

After 03, I made a proposal to have that be our next project, but most of the rest of the company 
doesn't feel comfortable with a change in focus from being strictly a game company to being any 
kind of a technology infrastructure company, and the business case can't be clearly made. 

I more or less expect some company to be well on the way by the time we ship DOOM 3, but if 
everyone else botches it, I will probably pitch the concept again. 


What would your vision be for such an interface? 

There are a lot of useful things that could be done with straightforward evolutions of what goes 
on in QUAKE or EVERQUEST, but there are probably even better things that can be done with more 
specialized interfaces. 

I spent some time thinking about what you could do with a "virtual Slashdot.” Just being able to 
see icons of different people moving around visual representations of message threads as they 
grew would be very interesting. I think a reasonable interface could be made that would give both 
a sense of physical place and fluidly move between the communication modes covered by ICQ. IRC, 
and message boards. 


What will first-person shooters be like in 10 years? 

Ten years is almost an eternity to predict in the computer industry. However, I do feel confident 
in saying that there will still be games that we recognize as first-person shooters. 

I will be pleasantly surprised if there are major steps forward in input or display devices, but I 
won't be that disappointed if we are still using a reasonably close analog to the keyboard/mouse/ 
LCD screen. 

The "nearly human" problem, in which rendered characters look so close to 
but not quite human that the brain amplifies the differences, is going to be fair- 
ly significant over the next several years, but I think that in 10 years the top 
titles will have it fairly well in hand. 

As the level of realism increases, there will be some tension between the feel 
of the game and the visual presentation. The fast, precision control of an FPS is 
not realistic, and it will become a greater contrast to everything else in the 
world. 

Accurate dynamics will look good on everything else in the world, but it 
probably won't make for the most fun player control. That isn't a real problem 
for a single-player FPS, but multiplayer games will either have to change their 
pacing to become more realistic, or make an intentional break from reality and 
try to stick with it. 

More intentionally artistically stylized worlds will probably become more 
prominent because they will give more gameplay freedom and should cost less 
to produce than photo-realistic games. 

Third-person gaming will probably continue to take more of the market, 
because all the tools, skills, and procedures of cinematography will be immedi- 
ately applicable. 

The draw for first-person games will still be the maximum intensity and 
immersion. All the top games will basically look like theatrical releases, but 
there will still be the difference between caring about the character on the 
screen in a third-person game, and caring about YOURSELF in a first-person 
game. — Interview by Ken Brown 
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Game of the Year Front-Runners 

While you’re trying to outguess Hollywood in deciding whether Traffic or Crouching Tiger, Hidden Dragon gets top honors, 
here’s another awards-based guessing game for you to play. Mull over these various front-runners for the coveted CGW Game of 
the Year honor, and check back next issue for our Best & Worst of 2000. 



Action 

Imagine GodziUa fighting Austin Powers, and 
you have a good grip on the due! betv/een 
GIANTS; CITIZEN KABUTO and MO ONE LIVES 
FOREVER. But don't discount titles like MDK2. 
ELITE FORCE. METAL GEAR SOLID. CRIMSON 
SKIES, or DEEP SPACE 9; THE FALLEN just yet. 
Mice to see the genie open up to be more than 
ju.st shooters. 



RPG 

Two fairies, the Devil, and the CIA. Create 
your own punchline. Though how else could 
you describe the competition between 
BALDUR’S GATE II. ICEWIND DALE, DIABLO II, 
and DEUS Ex? We could’ve very easily broken 
into a very merry, yet awful musical number, 
but we won’t. 



Strategy 

Innovation gets you 
places in this catego- 
ry. The big shots here 
are Shiny's immensely 
odd SACRIFICE and 
Cyberlore's hands-off 
RTS MAJESTY. More 
traditional games like 
RED ALERT 2, HOME- 
WORLD: CATACLYSM , ' 
and SPACE EMPIRES 
IV round out the 
genre, and Wright’s 
mainstream wonder 
THE SIMS throws in a 
strategic monkey 
wrench of sorts. 



Six degrees of wargaming here. 
COMBAT MISSION is 3D. SHOGUN is 
3D. COMBAT MISSION takes place in 
WWII, as does RISING SUN. RISING 
SUN, like SHOGUN, is full of Japanese 
people. In the end, you've got a 
strong lineup in the wargame cate- 
gory, no matter how intertwined 
with each other the titles are. 


LSpOrts I 

The pinnacle of both baseball 
(HIGH HEAT 2001) and football 
{MADDEN 2001) will clash in 
some undoubtedly dirty ceremo- 
ny here. Upstarts like TONY 
HAWK 2, FIFA 2001, and PGA 
CHAMPIONSHIP GOLF are sitting 
on the bench, waiting for the 
right time to close in for the kill. 

[hacii^\:'.:; ^ ] 

You'd think that the venerable 
NEED FOR SPEED; PORSCHE 
UNLEASHED is the one to beat, 
but it’s the two-wheelers that are 
seriously gunning for the throne 
this year. MOTOCROSS MADNESS 
2 and SUPERBlKE 2001 are both 
top contenders, but the vote may 
ultimately fall on a title like 
NASCAR HEAT or GRAND PRIX 3. 



Can anyone beat COMANCHE 
VS. HOKUM? B-17 FLYING 
FORTRESS might. Don't forget 
STEEL BEASTS, or the Evil 
Empire's (Microsoft) own 
COMBAT FLIGHT SiM 2. Hopefully, 
this category will still be around 
next year, 

iScience fiction/ 

[Space simulation 

The Evil Empire dominates, 
with games like MECHWARRIOR 
4, ALLEGIANCE, and STARLANCER 
jockeying for this trench run. 
Then again, it could all fall to 
KLINGON ACADEMY, marking a 
rare instance where a Star Trek 
game actually wins an award. 


5, 10, IS is off this month white we wax nostalgiac in oui History of Gaming feature. 
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Developer Site-ings 

N ow that games make more money than movie ticket sales, you'd think that the new entertainment elite would 
also have glamorous, witty, interesting personalities. Well, not quite. While the digital whiz kids might be smarter 
than the showbiz kids from Hollywood, their personalities aren’t nearly as exciting. That's not to say that there aren't 
famous game developers or artists, just that you shouldn't expect a gaming gossip column in People any time soon. Meanwhile, 
check out these developer's sites to get the scoop on all the poop that's definitely not fit to print (at least, not in its entirety). 


John Romero 






■ Who's that?: Former id Software level master, now the genius behind 
DAIKATANA. Well, sorta, 

■ URL: www.johnromero.com 

■ Choice quote: “There will be no prOn or naked Killcreek pics! : 

■ Interesting tidbit; "I will not be cutting my fiairl" 

■ Too much information; In his spanking 
new Hummer, John has installed a DVD 
player. Why? 

■ Does anyone really care?; "The 
DAIKATANA vl.2 patch for all languages 
is currently in final testing, as is the 
DAIKATANA Map Pack (9 Deathmatch 
maps, 2 CTF maps). After Eidos gives us 
the OK, we'll release them all." 



Stevie Case 



■ Who's that? The level designer with breasts and John Romero's girl- 
friend — and she's pretty good at QUAKE. 

■ URL: www.stevana.com 

■ Choice Quote: "I love cheese." 

■ Interesting tidbit: "In a brilliant scheme, John suggested we tie 
Chompie to the mailbox as bait. So we did." 

■ Too much information: "With our new place 
we are even inheriting some new pets — 3 
peacocks, a dog named Duke, and a cat 
named Buttercup." 

■ Does anyone really care?: ''I'll be meeting 
with some folks about possibly making a 
game with me as the lead character. 

Wouldn't that just kick ass? :)" 



Derek Smart 

■ Who's that?: Self-obsessed creator of BATTLECRUISER 3000 and 
perennial newsgroup whipping boy. 

■ URL; www.dereksmart.com 

■ Choice Quote: "If this isn't a clear case of any John Doe with a web- 
site thinking that they have some sort of power to wield. I don’t 
know what is," 

■ Interesting tidbit: "Guys like me who want to maintain 100 percent 
control so that I can wake up one morning and tell my publisher's 
CEO to go screw himself,.," 

■ Too much information; "I don't see people clamor- 
ing over all the first-person shooters, masked in 
sheep clothing: Deux Ex, Max Payne, et al." 

■ Does anyone really care?: From the fan mail sec- 
tion: "Thanks for a brilliant, wonderful SENSATION- 
AL game! You deserve to be thanked by the presi- 
dent himself for your work," 







Dave Perry 

■ Who’s that?: Founder of Shiny Entertainment and all-around gaming 
god. 

■ URL: www.dperry.com 

■ Choice Quote: "I did private demonstrations to worldwide magazine 
editors during the 1997 E3 show. After my demo, I challenged them 
to find any better technology. They could not..." 

■ Interesting tidbit; "There he headed up the team responsible for 
hundreds of millions of dollars in retail sales 
through award winning games like Disney's 
Aladdin, 7-UP's Cool Spot & Sega's Game of 
the Year, Me Donald's Global Gladiators." 

■ Too much information: "Being a baby, he is 
kinda chubby & delicate, just about every- 
thing hurts him..." 

■ Does anyone really care?: "Well, OK, pretty 
pictures helped out MYST, but that's the 
exception rather than the rule... BTW, did 
anyone actually think that was fun???" 
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* indicates game has not been rated 


yjul ti;t; ; . nearly every- 

thing. Geez, what wasn't good 
this past holiday season? Well, 
SQUAD LEADER is the obvious 
answer, along with RUNE. 
Otherwise, we had solid titles 
like RED ALERT 2 and a slew of 
Game of the Year candidates, like 
THE LONGEST JOURNEY, SACRI- 
FICE, and NO ONE LIVES FOR- 
EVER. Too bad this tends to be a 
Christmas thing; we'il be hurting 
for good titles come spring. 





A*M*ES*R*I*C*A . 

Remember how the west was won? It won’t help you here 

Set in the wildest days of the Wild West, America is the only game that gives you 
the means to reshape the landscape of 19th century America with stunning authenticity. 


REAL-TIME STRATEGY (DATA 

^ BECKE R DIGITAL 6AMEWARE 

For more information about America, visit www.game-america.com or call 781-453-23^0. 
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Evil Oend: Hail to the King 

(THQj Ash must once again 
attempt to save the world 
from an appalling and horrific 
end. Survival horror genre 
is taken to new heights by 
combining the successful for- 
mula of suspense, action, 
and puzzle-solving with 
over-the-top bloodlust and 
signature humor. 

NBA Live 2001 (SLECTtioiJic 
ARTS) This game features 
new player reactions, bench 
sequences, a realistic stadi- 
um environment, links to the 
Internet where players can 
be matched up for online 
competition, and an enhanced 
franchise mode allows you to 
execute trades with up to 
three teams and 15 players. 

Icewind Dale; Heart of Winter 

(iNTERPiAY) A more action- 
oriented “hack and slash" 
RPG, with combat and char- 
acter advancement as its 
own reward. The high experi- 
ence point cap and the 
ability to create all six of your 
parly members makes this 
game a worthy addition to 
any AD&D fan's game library. 

SimCoaster rsLEcmoNic arts) 
Experience the most gut- 
wrenching, pulse-pounding 
roller coaster of all time. You 
research, create, staff, and 
manage the theme park of 
your dreams. An easy-to-use 
interface and stunning 3-D 
graphics make it fun to cre- 
ate and enjoy. There's a new 
thrill around every corner! 

Kingdom Under Fire (G.o.a) 
Combines the frantic tension 
of real-time strategy gaming 
with the character attach- 
ment and story development 
of RPGs. Travel to the land 
of Bersiah and join the strug- 
gle between the elves and 
humans of the Race of Light 
and the ores and ogres of 
the Race of Darkness. 


PREORDERS 




fallout Tactics: Brotherfiood 
of Steel otiTERPLAY) A squad- 
based tactical combat game 
set in the Fallout universe 
and serves as a side story 
to the series' ongoing conti- 
nuity. Features many sys- 
tems native to the series, 
which will no doubt please 
those hungering for another 
postapocalyptic romp. 


Myst Hi: Exile (BRODERBUND) 
Building on the surreal style 
of Myst and Riven, Myst III; 
Exile features new fantastic 
environments that made its’ 
predecessors immersive, 
mysterious and beautiful. 
Exile features five entirely 
new ages for players to 
explore and hours of new 
mysteries to uncover. 

Slack & White (electronic 
ARTS) A role-playing game 
unlike any other you’ve 
played before. You play the 
role of a deity in a land 
where the surroundings are 
yours to shape and its peo- 
ple are yours to lord over. 
Your actions decide whether 
you create a heaven or hell 
for your worshippers. 

Alone In the Dark 4: The New 
Nightmare (infograkies) 

Dare to enter an intensely 
dark, strange and frighten- 
ing atmosphere. Armed with 
a flashlight and courage, 
you must locate the neces- 
sary items to survive and 
find clues to help you 
escape this ultimate night- 
mare. ..why are you shaking? 


Get thousands of game titles at amazon.com/videogames 
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Software development is an inexact science, so pinning down release dates is like predicting 
who's going to buy Sega next. These dates represent the best available info we had at press time. 
If you're a publisher, send your updates to: cgwpipeline@ziffdavis.com 


t v Mlt 


■ ■ ■ HALO: “Graphics" Is the focus of the Halo 
team. Most of the developer updates from 
Bungle have been discussing graphical tweaks 
and accomplishments, which Is a bit worrisome. 
We still have faith, due to their past history, that 
they have their design chops. But when will we 
read more about gameplay and less about the 
cinematronics or the kinematics? 





■ ■ ■ BLACK & WHITE: The game has officially 
gone alpha, and lionhaad has passed the game 
on to EA for testing. While you're waiting: If you 
use WinAmp, head over to dance.bwgame.com for 
a goofy little plug-in that some Lionhead pro- 
grammers made in their spare time. 


■ ■ ■ WIZABDH? VIII: Much like its earlier pro- 
jects, Sir-Tech Is essentially done with the game, 
but it’s waiting for a publisher to pick it up. It's 
In negotiations, and hopefully the game will be 
published soon. But don’t hold your breath, since 
another Sir-Tech project - tlNFINISHEO BUSINESS 
- was finished last February but didn't get pub- 
lished until tile holidays. 


■ ■ ■ CONQUEST: Even though Microsoft dropped 
CONQUEST, Digital Anvil is still shopping for a 
publisher. As tor the game itself, all that's left to 
be done is localization (assuming the publisher 
is going to release it somewhere other than the 
U.S.] and good ol’ QA testing. 



■ ■ ■ INDEPENDENCE WAR 2: THE EDGE OF CHAOS; It’s 
going through an external beta, and might be 
released just as you read this. We're hoping that 
the game will maintain the excellence of the pre- 
vious title. 


■ ■ ■ FREEODM FORGE: The first playable mission 
is done. The team can now take their design 
Ideas and test them out in gameplay. They’ve also 
finished 
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TAb New WightmafB Irtlaarames 

Anachfonox Eidus 

Arcanimi Si efra 

Battle Of Britain Rowan Software 


Battle Realm s Crave Entertainment 

NEW Bin-Strike Red Stcnn Entertainment 
Black & White EA 

UPMTE Clive Barker’s UndyinOiA 

Command & Conquer: Renegado Westwo od 

upfUTE Commandos 2 Eidos 

UPDATE Destroyer Command Ma ttel 

Oeus Ex 2 Eidus . _ , 

OiaW? j) Expan sion BiirzanI 

Dreamland Chronicles: fToedom Ridne Bethesda 

CvIl* Nukem ftre ver 3D Realms 

NEW Dun e DreamCatcher Interacllve 

Qpgeon Siena Microsoft 

Elder Scrolls: Morrowind Bethesda 

Emperof: BatU e Fo r Dune Westwood 

Fallout Tactics: Brotherhood Of Steel Interplay 


August 2D01 
X mas 2001 
Summer 2001 
Spring 2001 


Freelan cer Microsaft _ F all 2001 

Hal o flunaie Fail 21101 

Harpoon 4 SSI Spring 2001 

UPDATE icewind Dale: Heart 01 Winter r ' ' ~ 


IL-2Sl mmD Vi k Bine Byte Spring 2DD1 

UPDATE^ Legends Of Might & Magjc 300 Spring 2001 

Magic 4 Mayhem 2 : The Art Of Magic Bettiesda Spring 2001 

Majestic EA . ,, ,,, Spring 2001 

Max Payn e G.O.D. _ . _ Summer 200t 

HechCommander 2 Microsoft Summer 200i 

MEW Med al 01 Honor: Allied Assault EA Fall 2001 

Motor City Online Eleclron ic Arts Spring 2001 

My st III MaHel S pring 20DI 

N ASCAR Racing A Sierra Spring 2001 

NBA live 2001 EA S p r i ng 2001 

Nev e rw inter Nig ht s Inlcrplay Summer 2001 

Pool Of Radiance II SSI Spring 2001 


> MEW Shadowban e B,0,D. 

Sid Meier's Civilization ill Hasbro 


Sigma_Micra8pjt 
Silent Hunter II Mattell 


NBA live 2001 EA S p r i ng 2001 

Nev e rw inter Nig ht s Interplay Summer 2001 

Pool Of Radiance II SSI Spring 2001 

Return To Wo Henstein Activision S pring 2001 

Sa mmy Sosa's High Heat Basebal l 2001 300 Spring 2001 
Serious Sam G.0.0. Spring 2001 


Startn pia Eidos _ 

Star Trek: Bridge Commander Acthrlsio n 
Star Wars Gajaxies VeranUlucasarts , 
Summone rTHQ 
Team Fortress 2 Sierra 
The^Wortd Is Not Enough ,EA. 

Thiel HI E idos 
Thj^e Of DarknessSierra 
Tropico G.O.D. 

Ultima Online : Third Dawn Otipin 
WarCratt I II Blizzard 
X-COM: Alliance Hasbro 


S pring 2001 

Spring 2001 


Spring 2001 
Xmas 20D1 

Sp_nng_2001 _ 

March 200 1 

Spring 2DD1 

Summer 2QQ1 
Spring 2001 
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All the mayhem, chaos,' and carnage is back with Carmageddon TDR 2000. 

WITH A BRAND NEW 3D ENGINE THAT DELIVERS STUNNING VISUALS WITH DYNAMIC 
PHYSICS AND DEFORMING MESH TECHNOLOGY, YOU CAN PULP ALL THE ZOMBIES. 
MUTANTS, AND LAWYERS YOU CAN SET YOUR SIGHTS ON. THE ALL NEW CAMPAIGN 
MODE LETS YOU TRAVERSE OVER 30 LEVELS BY CRUSHING CARS. MAKING ROAD KILL. 
OR RACING TO THE FINISH. HOWEVER YOU PLAY, BUCKLE UP. CALL THE CORONER, AND 
PUT ON YOUR CLEAN UNDERWEAR; IT'S GONNA BE A WILD RIDE. 


Animated Viol«nce 
lAnimaled Blood & Gore] 


ILL OTHER LOGOS ARE PROPERTIES 
)FTHEIR RESPECTIVE OWNERS. 
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AMDJ 


Anachronox: an abandoned alien 
city planet near the center of the galaxy. 
Experience an epic, sci<fi, RPG adventure, 
with mind-blowing cinematics. 


Craft your team from a cast of seven 
characters. Investigate bizarre 
mysteries. Assemble alien weapons. 
Master challenging mini-games. 


Battle across six planets. 
Uncover devious secrets. 
Play some Pooper. 




anachronox.com 


ionstorm. 


eidos.com 




Animated Violence 


, lOM Stofm’“, and Sfileflot 


itHVtive, Inc. O 2000 Eidos Interactive. AMO. (he 


she's a survivor. She had to be... 
Seven characters. Seven pasts 
they want to leave behind. And 
^IpS^ance at redemption. You. 


STILETTO RHYUlfi 
riERCENfiRY^v0@ 


Stiletto used to live on Anachronox. 
She doesn't anymore. She left 
behind a lot of history and no future. 
Taking mere jobs where she can, 


>> WE BLL HflUE 
HOT ALL OF THEM ARE PHYSl 


and the Eidos Inleiaclivc. Inc. logo are re 
atademaih ol the Inleraclivc Digital Soltware Ass 



















The godfather of gangster sims 
is back. In the tradition of 
prohibition-era mobsters, it’s 
your job to keep your hit men, 
kidnappers and hoods in line so 
you can make a killing, so to speak. 


Day and night are equally strategic so 
you can appear legit all day and sare 
your dirty work for the wee hours. 


The in-game advisor helps you move up 
the TGuiks from a fledgling hoodlum to 
a feared and respected made man. 



QUICK TAKES DN GAMES IN THE WORKS 
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Command & Conquer: 
Renegade 


III Frankly, we were wondering if we'd be seeing 
these Renegade shots on a milk carton, the way the 
game seems to have fallen into a development black 
hole. Turns out Westwood was just keeping the shoot- 
er under wraps as the title underwent some significant 
retooling, mostly to make sure the game expressed 
that special napalm 'n' testosterone C&C ambience. 

The extra attention seems to be paying off. A recent 
visit to Westwood confirmed that RENEGADE is firmly 
entrenched in the C&C aiterna-realily, with the blister- 
ing action knee-deep in the giddy chaos of a full-on 
war zone. The expression of the C&C universe extends 
beyond a convenient 
premise with all the units 
and buildings from C&C 
present and operable. 
Missions are built around 
military objectives and will 
reward you for acting like a 
real commando: Take out 
SAM sites and air strikes 
will come screaming in for 
support. 



Anachronox 


III We finally got our sweaty hands on a playable build of 
Tom Hall's long-awaited, epic console-style RPG - and we 
liked what we saw. A lot. This sci-fi RPG, set 700 years in 
the future, blends elements of BLADE RUNNER, THE 
MATRIX, FINAL FANTASY, and countless other cultural refer- 
ences into a deliciously complex gaming smorgasbord. The 
engine, unbelievably, is based on the now-ancient QUAKE 2 
code - but you’d never know from looking at it now. We'll 
take a long, close look at ANACHRONOX in an upcoming 
CGW. It's shaping up as one of the gaming events of 2001. 
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Tomb Raider: The Movie ■■■ Following in the proud foot- 
steps of the Mario Brother's Mom, Double Dragon, and Mortal Kombat, Angelina Jolie will soon 
be filling the T-shirt of our beloved Lara Croft on the silver screen. Based on the early footage, 
we're not seeing a whole lot of game references, aside from Lara's dual-pistol action and Yuen 
Wo-Ping-sfyle acrobatics. Great for action fans. As for fans of the game,,, well,,, there's a cool 
CG robot. (Why must every Hollywood flick have killer robot death-machines these days?} Other 
than that, it seems they’ve forsaken all of the games’ plot devices. Considering the quality of 
recent Lara games, however, that's probably a good thing. The movie premiers June 1 5. but you 
can see the video preview now at tombraidermovie.com. 




2 of graphic detail here is somewhere between fanatical and psychotic. In a recent demo at Eidos’ offices, members 

of Spanish developer Pyro Studios told us how they've spent nearly two years crafting every rock, shingle, and button in 3D. The 
sequel to their million-selling game of stealthy, puzzle-based combat is once again set in WWIl and will feature a number of dramatically different settings, from castles to 
frozen ice flows to tropical and underwater missions. You’ll use operatives to sneak past guards, ransack houses, drive vehicles, and wipe out legions of Nazis with a large 
variety of weapons (including a very cool bazooka}. Apart from its graphic splendor, we were impressed that Pyro is trying to make the missions less puzzle-oriented. Coming 




Emperor: Battle For Dune 



Does Westw ood's EMPEROR actually have 
new clothes?! 


by Robert Coffey 


W estwood Studios has never been 
accused of re-inventing the wheel. 

After all, when the wheel you're ped- 
dling/pedaling is the incredibly successful 
COMMAND & CONQUER series (see sidebar}, why 
bother? SeUing multiple millions of units definitely 
plays to the “don’t fix what ain’t broke" mentality. 
But as well as it's done with the traditional, 
Westwood is ready to move forward—and to do that 
it's returning to its roots by revisiting the Dune 
license with EMPEROR: BATTLE FOR DUNE, 

The Emperor’s New Groove 

The most obvious advance is the sparkling new 3D 
engine. But big deal. Just about everybody but 
Mavis Beacon has a personal 3D engine these days. 
Yes it looks great, yes it's all shiny pretty and new, 
and— okay— it is kind of a big deal. But let’s leave it 
alone for now and look at what’s really new and dif- 
ferent: the campaign map. 

Looking for all the world like a RISK board, the 
campaign map sticks a big fat chunk of turn-based 
gaming into the traditional Westwood RTS mix. 
Instead of pushing players along a linear series of 
campaign scenarios, the designers are letting 

gamers personally shape 
“'eir play experiences. 

GENRE: Real-Tims Slrais 9 y.;_.REkE“l 5®: IVIarah 2001 At the start of the 
PUBLISHER: EA Games ■ DEVEEOPEB: WeslnoaO Staiios 9™®' ttUtt®* Poitions of 
CONTACT: w»..»aal».oJ.cam the map are controlled 


Ifiay won’t be used for mission briefings. 


by the three factions in the game: the defense-mind- 
ed Atreides, the barbaric Harkonnen, and the Ordos 
who favor hit-and-run tactics. 

From the map screen, gamers will have to weigh 
several factors before they decide which territory to 
invade. Which territory will get them closer to their 
ultimate goal of their enemies’ home planet? Since 
they'll have to hold territory, which will be easiest to 
defend should an enemy invade? With reinforce- 
ments periodically coming in from bordering territo- 
ries, should they try to surround a key territory in 
order to diminish incoming manpower before trying 










to capture it? 

Players will also be able to decide 
against holding land, opting instead 
to retreat and pull back a few forces 
to bolster other areas. Retreating 
will be most attractive in missions 
where the goal isn’t straight-up 
conquest; for example, you might 
just need to reach one of the five 
sub-houses to forge an alliance. 
Once the alliance is made, you 
won't need to keep the territory. 

The whole campaign map 
concept radically changes 
the dynamics of the tradi- 
tionally canned RTS cam- 
paign: with 32 territories 
and 100 randomly assigned 
missions, EMPEROR promises 
far more replayability than 
other RTS titles. 


As the Worm Turns 

The rest of EMPEROR is 
fairly straightforward stuff. 

Gamers will be harvesting 
resources, building bases, creating units, and wiping out the enemy. The only other 
big change to the expected Westwood formula is the aforementioned 3D engine. 
Frankly, it's a beauty, showing off great lighting effects, beautifully detailed units, 
and three kinds of giant, human-chomping sandworms. The perspective is still fun- 
damentally top-down — no MYTH-cam here: The designers feel it would only add 
confusion to the game mix. 

Westwood is making other, very welcome advances as well. A huge effort is 
being put behind AI programming, abandoning the heavily scripted behavior of 
previous games in favor of a what is basically a skirmish mode AI. The CPU will 
use scouts, search for and secure chokepoints, and generally try to act like some 
jerk kicking your ass online. An intelligent waypoint system will make units act, 
well, intelligently at the end of a series of waypoints; Engineers will take over 
buildings, infantry will fight, and so on. The interface will incorporate the user- 
friendly aspects of the RED ALERT 2 interface, and for balancing (and simple fun] 
players’ primary harvesters and carryalls will be replaced for free. 

Of course there will be lots of new units, many with special abilities, pretty much 
all of them very cool. But again— we've all come to expect that. The big news here, 
Westwood’s big opportunity to once again shape the genre it forged with DUNE 11, 
is in that campaign map. It should be a huge influence on the game— it could be a 
huge influence on RTS gaming in general. Kd'.v 
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Utesuinod^Real-l^ 


.Reviewed #105, April 1993 
A pioneering title in every sense of the word, reviewer 
: Allen Greenberg called OUNE II "a real-time exercise In 
every sense of the word" marveling at the continuous 
motion of “combat vehicles and flyers constantly 
: crossfingl the terrain while spice-harvesters busily plow 
i the desert." The equally impressive audio treated you to 
: the shrieks of dying infantry, the thunder of collapsing 
buildings, and the sound of crushed bone as tanks rolled 
over infantry— provided you had the right sound board 
and a whopping 2MB of available memory. 

i Gommand S: Coniiuer 
i Reviewed #137, December 1996 
And so the franchise began in earnest. 

While reviewer Martin Cirulis deemed it a "good, net- 
' workable version of DUNE II," little did he know at the 
time just how huge that networkability would prove to 
be. C&C's enormous multiplayer popularity would propel 
i it to sell bazillions of units and, with the help of IPX 
i emulators like KALI, herald the beginning of the multi- 
playar bedrock upon which all other RTS games would 
i have to be built. 

I C&C: Rett Alert 

Reviewed #152, March 1997 
Again, the big draw in this revisionist historian's 
delight was multiplayer, with up to eight players able to 
compete over the InterneL But RED ALERT is likely to be 
most remembered for minting the term "tank rush" as 
, multiplayer matches tended to go toward the player who 
i most quickly built up a huge force of attacking armor. It 
I was this imbalance and perhaps a sense that Cirulis was 
: on to something when he expressed disappointment that 
"RED ALERT could have been a real leap forward instead 
of a vary cool expansion' that drove many gamers back 
I to C&C — after they bought more than a million copies of 
I the game, however. 

; G&C: Tiberian Sun 

Reviewed #185, December 1999 
When TIBERIAN SUN finally came out writer Jason 
I i Kapalka likened the game to a cheeseburger, "comfort 
j ' food for the real-time strategy gamer," but the bottom 
I ; line was that C&C had tumbled from the top of the RTS 
, heap, with STARCRAFT assuming position as top dog. 
"Sadly," wrote Kapalka, "the comforting cheeseburger 
familiarity that makes TIBERIAN SUN surprisingly fun is, 
in the end, the same thing that prevents it from graduat- 
j ing to sirloin steak." Gamers still gobbled up over a mil- 
I lion copies worldwide. 

I Red Alert 2 

; Reviewed #198, January 2091 

While RED ALERT 2 offered nothing new, it did mark a 
I return to C&C roots, with fast, furious, and undeniably 
I fun gameplay. Kapalka observed, "This is unquestionably 
the best title in the series; it's the game TIBERIAN SUN 
should have been." It's quickly turned into a multiplayer 
favorite in the CGIV offices. 
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by Tom Price 


^ 

Graund- (wall-, floor-, pillar-] breaking technology 


will poke holes in pipes, allowing steam or liquid to stream 
out, and they'll cause glass to shatter in realistic spider web 
patterns. You can reduce entire buildings to rubble with a few 
well-laced explosives, take out bridges, or redirect streams of 
molten lava by changing their surrounding geometry. In other 
words, the world around you is affected by your actions. 

But this is far from just advanced eye candy gimmickry. 

Sure, the first time you boot this game up you’ll spend more 
time trashing your surroundings than The Who at a Motel 6. 
But the designers have more challenges in mind for their inno- 
vative technology. Faced with the open possibilities for 
gamers to make their way through the single-player campaign 
(do I find the key that opens this door or do I blow a hole in 
the wall next to it and walk on through?), the game designers 
are now challenged to balance the game properly, considering 
the freedom players have. As a result, certain things are 
unbreakable, forcing you to follow a somewhat predetermined 
path. But in other cases, it will be entirely necessary for you to 
modify your environment. And considering the fact that you’ll 
also have heavy-weapon turrets and vehicles at hand, you 
won’t want for lack of firepower. 

In one of the demos THQ has been giving at game shows 
to demonstrate its Geo-Mod physics and its advanced particle 
engine, a player damages a pipe and a stream of lava is 
unleashed on a room. The lava flows where it would natural- 
ly— out of holes, through cracks— depending on how your 
weapons affect the geometry of the pipe. The developers are 
promising to include situations like this in the "puzzles” you’ll 
encounter throughout the game. 


Red FacUon 


GENRE: Action • RELEASE DATE: 02 01 » PUBLISHER: THQ • DEVELDPEn: Volition 


T he 

question 
most often 
asked of any comput- 
er gaming journalist 
by friends or fellow 
gamers has to be "What's 
the next first-person 
shooter that will best HALF- 
LIFE?" Despite the low proba- 
bility of the divine HL's ever 
being forgotten in the hearts of 
gamers, many gaming media outlets 
have declared Volition Studio’s RED FACTION to be the David 
to Valve’s Goliath. We would never be reduced to such drool- 
ing adulation for a game that hasn’t reached beta stage yet. 
but the impressive demonstrations of RED FACTION’S highly 
original technology are definitely making our mouths water. 


Breaking Up Is Easy to Do 

What sets RF apart tech-wise is something Volition is call- 
ing its Geo-Mod™ engine, which allows for, in the company's 
words, "real-time, arbitrary geometry modification.” In other 
words, your weapons wiU have an effect on the world around 
you by blowing holes in walls and other structural elements in 
a realistic way. So say you aim your rocket launcher or some 
other explosive device at a wall and let fly. Instead of seeing a 
big scorch-mark texture map, an actual hole will be blown in 
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RED FACTION 



SHATTERED Bioken glass, like any other [jarticlc in this 
game, reacts to Ihe world around it hy tailing {and causing 
damage to anything in its path) and by tailing to support 
what above it. You can make almost anything collapse 
in the game, even concrete guard towers. 

What's it All About? 



Despite all the cool technology, that’s 
the real question, isn’t it? What will 
you encounter in this game? What will 
the story be, and will it be more than 
simple window dressing for the ultra- 
cool engine? Well, considering 
Volition’s not-too-shabby resume (it 
did the DESCENT and FREESPACE 
games) and the fact that one of the first 
hirees on this project was a writer, 
we’re taking an educated guess that 
there wOi be a story to sink your teeth 
into, and a strong jblot line that will jus- 
tify the unique gameplay. 

The basic story is this: You play 
Parker, a young man of the near future 
trying to find his fortune in the Ultor 
Corporation’s mines on Mars. Soon 
after you start the job, ,you become 
aware of the horrible situation the min- 
ers are in. Unsafe working conditions 
and disease are rampant. Armed goons 
hired by Ultor beat and even klU miners 
who dare to speak up or protest. Before 
you can say. "I’ve got to do something 
about this,’’ you’re contacted by a 
group of revolutionaries who are carry- 
ing out an armed insurrection in the 
mines and want your help. Settings 
will range from the deep underground 
bunkers of the mining complex, to 
natural Martian caves housing 
strange creatures, to a huge star- 
ship orbiting the planet. 

Along the way, you’ll encounter 
various enemies in human form, 
from the lowliest riot police to 
well-equipped elite mercenaries, 
as well as some alien and robotic 
opponents. The AI for the enemy 
troops is programmed so they’ll 
operate in squad formations, using 
advanced squad tactics. They’ll 
also react to changes you make in 
the environment, Here’s an experi- 
ence I had playing an early ver- 
sion of the game: I entered a small 
connecting room that had two 
guards at the opposite end pro 


tected by sandbags and a grenade- 
launching turret. To give myself a little 
cover, I decided to blow a crater in the 
floor and get in it like a foxhole. What I 
didn’t realize is that there was another 
room below, and I had just blown a 
hole in the ceiling. I could look down 
and see the guards in that room. 
Amazingly, they all turned around and 
looked at me, and started firing at me 
through their new skylight. 

Demolition Derby 

Obviously, this technology could pro- 
vide for some highly interesting multi- 
player mayhem. But Volition isn’t 
spending too much time on the multi- 
player game, sticking mostly to 
Deathmatch and Capture the Flag. Of 
course, the possibility of tunneling your 
way into the enemy’s flag base with 
some satchel charges sounds pretty 
damn cool. The designers, by including 
a level building tool with the game, are 
hoping that a mod community will 
spring up around the game and exploit 
its multiplayer potential. 

It’s nearly impossible to predict the 
success of any single game, but RED 
FACTION seems to have the recipe 


DEATH FROM ABOVE Df course the designers of 
DESCENT snd FREESfACE are going to include vehicles In 
the game. Here, you are flying a fighter equipped with a 
galling giin that has torn the walls right off this bunker. 
Among other things, you’ll also command a mini-sub 
underwater, where all the explosions look like they were 
taken directly from The Abjfss. 



down right. Volition has "cred" 
among gamers because it knows how 
to make good games. One thing you 
can count on is this; The Geo-Mod 
technology is a big step for first- 
person shooters, and it is something 
that will be included (or just copied) 
in many games to come. Whether or 
not it's the greatest thing to hit the 
genre since mouse-look, only time will 
tell. 1 know I’ll be spending that time 
smashing stuff up good. BSD 
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The Untold Stonf of the Histonr of 
Interactiue Entertainment, From Mainframes to Mainstream 


A lot of people were nervous wiieii I left CG'ira little over .1 year aito to become a publisli- 
;r at Wizards of tlie Coast. I’d always said that if I ever left the industry, I would write 
“The Rook,” naming name.s and mapping out where the bodies are buried. Well, ciicv can 
breathe a little more easily. The following history is not journalLsm perse. To be journalLsm, I’d 
have to identifr everyone — even my friends — ^and .show my evidence. I'm not going to do that 
until 1 write “The Book." This is merely a briefhistory ofa tasciiiating industry, tainted with the 
subjective feelings of an old fart who has lived through much ofit. So, if you don’t mind reading 
about practical jokes, stupid marketing tricks, lawsuits, drug rumors, sex rumors, and egotistical 
e.xecutives, continue. I'll try to till in the gaps with some useful stuff, but you’ll have to put up 
with my less reverent and relevant memories as well. 

It Is Rocket Science 

They called him “Slug,” but not because he was slow at LISl’ programming, inspired bv H. H. 
“Doc” Smith’s Vic Lciismnii and Skylark novels, Steve Ru.ssell and some friends conceived a 
Lcusweiii game in 1961. In 1962, Slug actually programmed the game known as Sl’.'VCH WAR on 
the rni’-l mainframe computer at M.I.T, 

in SP.\CE W.\R, two “B” movie-srv'le rocket ships (one shaped like a fat eigar and the other 
looking like a long slender tube) battled in computer-generated space. I’lavers would iliek toggle 
switches to make the ships change direction, and the ships would respond much like the zero-G 
ASTEROIDS ship of coin-op and Atari 2600 fame in a later era. Each ship could fire up to 3 1 tor- 
pedoes that would, in turn, appear as little doi.s traveling in the direction of the other ship. If the 
dor actually managed to hit the other ship, it “exploded” and the ship disappeared. There were 
no particle effects and no .stereo sound effects to mark the explosion. The other ship simply dis- 
appeared and was replaced by a mad scramble of dots to represent debris. 

\Vith that first game, the battle of realism versus playability was tm. I’eter .Samson decided that 
the random dot star map was insufficient. He used a celestial atlas to program the star map as the 
actual galaxy down to fifth magnitude stars. Another student added a gr.ivity option. .Another 
added a hyperspace escape option, complete with a nifty stress signature to show where the ship 
had left the system. Later, Slug modified the game so that the toqu'does had a calculated failure 
rate instead of being 100 percent successful. 

Some things never change. In an attitude typical of computer gamers today, the experienced 

players of Sl’AClE WAR preferred the 
The first compiiler game, SPACE WAR (5962), makes ASTEROIDS look artvanced, earlier version where they could always 

depend on the torpedoes. Russell s 
refincmeiirs had leaped beyond his 
audience. SI'ACE WAR had also leaped 
from the campus of its inception to 
nearly every college campus with a 
mainframe. Nolan Bushnell, founding 
father of Atari, became so addicted to 
the game in the mid-196n.s that he 
Iniili his own dedicated macliine (using 
183 integrated eireuits) to do one 
thing: play Sl’AClE WAR. (In 1970, he 
released a coin-op variant of Sl’ACE 
WAR called COMPUTER SPACE.) 



ABOUT THE AUTHOR 

Johnny Wilson was the Editor-in-Chief of CGW from 1992 through 1999. A 
recovering ex*Baptist minister, Wilson began writing for COW in 1982 while 
serving as a pastor and professor. He has written extensively about gaming and 
has appeared on several network news programs promoting game ratings and 
opposing censorship. In 1999 he became group publisher of several magazines 
published by Wizards of the Coast: Top Deck, Dungeon Advonturos, Dragon, and 
Star Wars Gamer. He resides in Seattle with his family. 
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Yi)ii can play a bir of computer gaminji liibtory liy going to the 
SI’AC;e war website and checking it out. ’I'he website can be 
found at this address: http://lcs.wmv.incdia.nHt.edu/groups/ 
eI/projccts/spaccw.ir/. 

With the attention that SPACE WAR received, it was only a 
matter of lime before other mainframe classics appeared. TREK, 
a St/ir '/iri’-inspired strategy game consisting of a grid of dots 
representing star systems and using letters to represent starships, 
was one of the most widespread. .Another was |ohn Morton 
Conway’s I.Il'E ( 1970), a cellular automata which allowed you 
to set rules and watch what happened to your computer-b.tsed 
"lifeforms.” Both TREK and LIFE found renewed life in the per- 
sonal computer world when Cygnus Software (to become Intcrstcl) 
released a slick version of TREK called Star Fleet I and Sofiwai 
Toolworks released Life as part of a Golden Oldies package. (You i 
check out Life at http://cgi.student.nada.ktli.se/cgi.biii/d95 
aeli/get/lifecng#life. ) 


The Boys Club: Ziplock Bags and Naked CEOs 

in 1972, Magnavox unveiled a home-based computer .system called 
the Ody.ssey. The black-and-wiiite game system featured .several games that 
looked like you were playing with a television test pattern. (It also looked a 
lot like a coin-op game that Baily/i\Iidw.iy had turned down.) PONG wa 
coin-op knock-off of one of those Odyssey games, an admission m.ule in court 
manv years later by Atari Ibunder Nolan Bnshncll. Magnavox ended up getting 
royalties, but the Atari founders made a fortune. 

Atari had to create its own competition in those days. Coin-op de.ilers didn’t 
want to deal with one supplier for fear of monopolislic practices, so Atari’s Joe 
Keenan formed Kee Games to distribute eompeiiiive coin-op video games. 
I'ANK!, one of Atari’s big money-makers, was distributed under the Kee label. 
The only difi'erenee between the two companies w.is the name on the cabinets. 
Both companies used the same truck, which Keenau marked with plastic .signs for 



Sid Meier, man of wonders 


PC rmg timeline milestones on toe ooao to the holooeck 


1958 


—a Jack Kilby Invents the ■ Steve “Slug" Russell 
integrated circuit In a lab programs the first com- 
at Texas Instruments In puter game, SPACE WAR, 

Dallas. on the M.l.T. PDP-1. 



1963 

■ 

1966 

■ 

1967 j 

President Kennedy 

Richard 

■ Trek games 


Joseph Wolzenbaum creates 
ELIZA, artificial Intelligence- 
based “analyst.” 

Paul Baran and Donald Davies 
exchange data between comput- 
ers using decentralized packet 
switching. AT&T refuses to allow 
packet switching on its phone 
lines, setting back Internet 
development for decades. 


Greenblatt’s 
MacHack chess pro- 
gram wins several 
novice-level chess 
matches. 

Ralph Baer devel- 
ops hockey game 
for what will 
become Magnavox 
Odyssey in 1972. 



■ Tl introduces 
first hand-held 
calculator. 
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1968 

■ 

1969 

1 


Data Controls' computer game 
division sells COMPUTER 
FOOTBALL for $30 each. 

RAM arrives. 



U.S. Department of Defense 
launches Advanced Research 
Projects Agency Network 
(ARPANET), which later 
becomes the Internet. 

John Conway's "Life" 
proliferates across uni- 
versity mainframes. 
Stanley Kubrick’s sci- 
ence fiction masterpiece 
200r: A Space Odyssey. 

Neil Armstrong and 
Buzz Aldrin bounce on 
(he moon, 


FIRST-PERSON SHOOTER 
CLASSICS 


Kcc or Atari depending on the 
delivery. (See w'wtv.atari-his- 
ton’.com for riinior.s and 
anecdotes from this era.) 

In addition to the fact 
chat many star designers 
and programmers for die 
came out of Atari 
Corporation, the designer of 
BilHAKOUT became one of ilie 
founders of Apple. You woiildn’i 
know barefooted BllKAKOUT design- 
er Steve Jobs from those Atari days, but 
witliout the Apple Computer, we proba- 
bly would not have had the personal com- 
puter revolution that turned computer gaming into a real hobby. 

computer games continued to impact future person- 
1 computer games throughout the ‘70.s, in 1976, Walter Bright 
wrote HiMPIRB, a VAX-based game of world conquest that im aded 
college and corporate mainframes at this lime, it later appeared on a 
myriad of personal computers in the ‘80s. The same year, Chris 
Crawford combined maps from Jim Dunnigan’s Panzer Lender, some 
lead miniatures of armored vehicles, and some of his own FORTlL,AN 
code on the mainframe of a Nebraskan communitt’ college to create 
WARCiV, one of the earliest computer- assisted wargames (later publislied 
as 'lAXKTiCS by Avalon Hill). 

.Another pioneer, Will Crowrher had worked on a prototype of a fantasy com- 
puter game in the early ‘70s that was eventually completed and marketed in 1976 
as a collaboration between Crowihcr and Stanford hacker Donald Woods. 
Sometimes called ADX'HN' TURK and sometimes COI.OSSAl, C.AVH, it was the first 
two-word parser (“GFT KNll-E”) te.\t adventure game that inspired the original 
Infocom crew, Scott .Adams (not to be confused with Dilbert’s creator) and a 
young woman named Roberta Williams to write their adventures and found their 
companies. The M.I.T. bunch that formed Infocom loved ADVENTURK, but were 
so frustrated with the two-word parser that thev built ZII. (Zork Interpretive 
Language) to understand complete sentences. Roberta loved piaving 
.An\'EN"l'CRK on a remote terminal, but wondered whv n<i one had pm pictures 
with the text. 

In 1977, Ken Williams founded On-Line Systems to build mainframe commu- 
nications software. Ken had originally lied to an employer about his proficiency 
and proved autodidactic enough to get away with it and to found his own compa- 
ny. By 1980, they had switched to publishing “Hi-Res Adventures” for micro- 
computers. These were basically simple on-screen pictures to supplement the text 


M.I.T.'s Terry Winograd develops SHRD- 
LU, a game where Al moves bricks In 
blacks. The name comes from a linotype 
order: ETAOIN SHRDLU. 

Floppy discs debut. 






id Software 

id's importance in the entire 
shooter genre is asserted with vir- 
tually every release. It created the 
FPS with CASUE WQlFENSniN 3D, 
introduced multiplayer with the 
terrifying DOOM, brought 3D and a 
sense of community to shooters 
with QUAKE, all while defining state 
of the art in game engines. 

Marathon 

Bungte’s landmark MARATHON often 
gets short shrift because it was a 
Mac game. But this shooter was 
way ahead of its time, with a com- 
pelling storyline that actually was 
a story, great multiplayer options, 
and the first use of mouse-iDOhing. 

Tom Clancy’s 
Rainbow 6 

The first tactical simulation, 
RAINBOW G's unprecedented real- 
ism radically altered the FPS land- 
scape by emphasitiog strategy and 
teamwork over simple reflexes. 
Its tense, atmospheric gameplay 
. has inspired a number of imitators 
including the wildly popular 
Counterstrike mod lor HAlF-llFE. 


Half-Life 

Transcending the target range 
mentality of most shooters, HALF- 
LIFE brought an involving story to 
life through ingeniously scripted 
sequences, overheard dialogue, 
brilliant level design, and some of 
the smartest and scariest mon- 
sters ever. 

I Unreal 
Tournament 

I Future multiplayer shooters will 
I he judged against this game. UT’s 
I brilliantly polished multiplayer 
I sets the standard for level design, 
weaponry, play modes out-of-box, 
and especially the llexibility and 
lethality of its hots. 



Magnavox begins production 
on Odyssey I home video 
game machine. 

Bally/Midway turns down 
Nolan Bushnell's PONG. 

Atari founded. ' 




Intel builds its first 
microprocessor, the 
^ 4004, a “computer o 
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.idvciitvircs underneath them. By 1982, On-line vSy.siems was niuikiii^ 
enough money that it got the attention of a I’eiinsylvania-based company 
that had legal right to the name and Williams' company changed its name 
to Sierra On-line (now, simply Sierra). 

Before On-Line became Sierra, however. Ion Hreeman realized the 
entertainment potential of the computer and founded Automated 
Simulations (later, Hpyx). His first game was STAlLSHll’: ORION, but 
he is best known for the early rule-playing elements in the THMBI.b 
01- Al’SHAl trilogy and RHSCUH Ai' lUGlil,. He also published 
a game in which you played the monster called CRUSH, 

CRUMRLH, & Chomp. Epyx later became the lirst pub- 
lisher of Lucastllm games. 

On the oppo.site coast, Robert Woodhead was putting his 
Cornell Universin' mainframe programming to work. After 
doing a simple cost-conversion program for the tlrm that his 
mother worked for, he asked permission to use the comput- 
er for his own ptirposcs. Fred Sirotek, the owner, agreed. It 
wasn’t long before Fred’s sons. Norm and Rob, saw how 
many Ziplock bags full of disks and cheaply printed manuals 
Woodhead could sell on a weekend at a computer fair. Norm 
decided there was a real bu.sine.ss in computer games and took 
the gamble of asking Fred to hind a company. Fred funded Sir- 
'I'ech Software expecting to lose it all, but thinking that a fail- 
ure in biusiness was worth the tuition he’d pay to send the 
boys to Harvard Business School. After several lesser 
sellers, Woodhead and Andrew Greenberg built the pop- 
ular WIZARDRY series. Sir- Tech’s flagship game through- 
out history. 

As Roberta was publishing MYSTERY HOUSE, Till; 

WIZARD AND THH PlllXCHS.S, and MI.SSION: 

ASTEROID, a bored attorney named Doug Carlston 
designed a space opera-style game on his ’l'RS-80 computer. 

Since Doug had once 
taught at an integrated 
school in Sotith Africa (and was 
once ousted during the apartheid 
era for his sympathies), he used 
many .African names for locations and 
peoples in the game he called 
GALACTIC SAGA. There was an unsa- 
vory group of merchants called the 
Brocdcrlumii, Afrikaans for “association of 

CRUSH, CRUUetE. i ClIGUP let you play a monster 
arrd tear up rulies like New York and Tokyo. 


Roben’a Williams' hoi tub 
was the talk of the industry 



Bally/Midway finally publishes a 
video game called WINNER. 
PONG launches the video game 


Paul Allen and Bill Gates buy an 
Intel BOOS chip (or $360 and build 
a computer to measure traffic. 
They launch their first company, 
Traf-O-Oata. 


1973 1 1974 11975 


Atari Games forms 
Kee Games as bogus 
competition. Spike by 
Kee is the same as 
Rebound from Atari 
and Quadrapong by 
Atari is Elimination 
by Kee. 

U.S. withdraws from 
Vietnam. 


Gary Gygax and Dave 
Arneson published 
Dungeons <S Dragons, 
loosing the imagina- 
tions of countless clos- 
et dwarves, paladins, 
elves, and half-lings. 
Sears finances 100,000 
home versions of PONG 
for Atari. 

Coleco launches Tolslar 
Arcade machine. 

Midway markets Sea 
Wolf coin-op game with 
periscope. 

Nixon resigns. 



HBO launched. 
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SIMULATION CLASSICS 




AKILABETH, Richafri Gatnott’s first rale-playino game (1979). 


lirothcrs,” in boili the game and in real- 
life. Doug and his siblings elected to 
call their new company Broderbund 
Software (in spite of the unsavory origin 
of the name). Broderbund was to garner 
future millions from the CARMHN 
SANDIi-'GO series, PRINT SHOP, and 
MYST. 

Meanwhile, Richard Garriott was pro- 
gramming a Dinijjeims 6'' Drnjions-f,i)'k 
game called .AK.-\L-\BKTH while still in 
high school. Later, he would unveil 
Ultima — complete with Ills Societv for 
Creative Anachronism buddies as non- 
player characters. At the same time, Joel 
Billings despaired of convincing Avalon 
Hill to publish his computer wargames 
and started his own company. Strategic 
Simulations. Inc. COMPUTHR 
BIS.MARCK, the lirst game, was notable 
for two re.isons. First, Avalon Hill sued 
SSI for plagiarism and won a settlement. 
Second, a fellow from Apple Computer 
named Trip Hawkins talked Joel into 
moving the prt)gram from the Northstar 
Horizon to the Apple, an economicallv 
sound move. Hawkins invested in SSI 
and became an early board member. 

In 19S(), Ziploc bags were the main 


packaging medium 
for computer game.s. 
On one occasion, a 
former computer 
store owner remem- 
bered having Gary 
Carlston and Ken 
Williams’ father-in- 
law in his store, 
s i m u 1 1 a n e o 11 .s I y 
hawking Ziplocked 
versions of their 
respective games. 

Apparently, Ziploc bags were used for 
more than games in this era. More than 
one source has told me that it was com- 
mon in some software companies to seal 
deals by snorting a line of cocaine. 
Allegedly, the publisher of 
AKAL’\BLTH, Lord British’s predeces- 
sor to ULTIMA, had the company go up 
the nose. Tales of drug use and exhibi- 
tionism were rife in those days. One 
executive mentioned a party at which 
there was a scuba tank of nitrous oxide. 
EA executives allegedly smoked gra,ss 
around the dumpster at their San Mateo 
office. A former sofrware agent told me 
of a summit meeting between game 
company executives where several CEOs 
sat around a pool in the nude (b.id 
graphics in more ways than one, I 
suppose). 

Obviously, the entertainment software 
industry was a boys’ club in those days. 
Ken Williams even allowed his wife and 
design star, Roberta, to pose nude in a 
hot tub with txvn other local beauties. 
Don’t worry, the world’s most famous 
designer of children’s games was dis- 
creetly covered b)' water, as well as a 
strategic airbrush stroke. Ken’s younger 



Flight Simulator 

The dawn of flight aims arrhted in 1976 in a Ziploc bag 
with a 5-1/4" floppy. The "scenery" was just a wire 
frame grid: There were raised lines for mountains, 
and a Hal line lor the runway. It was as crude as a 
Navy pilot at a tailhook conventioa, but it flew. 



Their Finest Hour 

The first WIN II sim that really made you feel like you 
were there. The story was a major game element, and 
it was historically accurate. Dynamic campaigns and 
wingmen who gained experience meant everything 
you did counted. 




MechWarrior 2 

An utteriy engrossing, well-designed simulation with 
smooth graphics and an intuitive contiDl system that 
let players get a real leel for its unique vision of futu^ 
istic battle. A towering simulation landmarL 



Falcon 4.0 


It wasn’t perfect when released, but the community 
that has arisen around it has turned it into the most 
hardcore, realistic simulation ever. For those of us 
who can't spend six years in the Air Force, 
MicroProse gave us the next best thing. 


Exidy Corporation released the Death 
Race 2000 coln-op game. The first video 
game to be recalled for moral reasons, 
audiences were horrified that the 
object of the game was to run down 
pedestrians. 

Atari starts developing games lor the 
2600 home system. 

Mohammed All tights Joe Frasier in the 
“Thrilla from Manilla." 


1976 


Stove Jobs persuades Steven 
Wozniak to market Apple I circuit 
board without case, keyboard, 
sound or graphics. 

On-Line Systems, a mainframe 
communications software publish- 
er destined to become Sierra On- 
Line, Is founded. 


Bill Gales and Paul 
Allen market a 
BASIC language for 
the Allair, They 
launch a new com- 
pany called Micro 
Soft. 




1977 


The Apple 1 1 Is released, the first per- 
sonal computer capable of color 
graphics. It runs at the blistering 
speed of 1Mhz. 

Jon Freeman founds Automated 
Simulations (to become Epyx) artd 
releases Starship: Orion. 

Scott Adams paved the way for text 
adventures on TRS-80 machines with 
his classic ADVENTURELAND. 

Doug Carlston finishes the TRS-60 
version of GALACTIC Saga and 
Broderbund Software Is born. 

Coleco misses the holiday season 
because of chip shortages and writes 
off nearly S27 million of overstocked 
Telstar systems. 

Sta/- tVars grosses over $100 million. 



Mattel's handheld FOOTBALL game 
features an LED display In a portable 
for the first time. 
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RACING CLASSICS 





1979 


1978 


■ PACMAN created In Japan. The idea came to a hungry 

. _ la derived 

from the Japanese slang “paku-paku,*’ which means “to eat." 
Known as “Puckman” In Japan, It was changed here to pre- 
vent vandals from changing the P to an F. It was the greatest 
selling video game of all time. 


CInematronIcs releases RIP-Off 
and Atari introduces LUNAR 
LANDER, the first coin-ops to 
use black-and-white vector 
graphics and graphic overlays. 
Later, ASTEROIDS Is so success- 
ful that Atari has to quit manu- 
facturing LUNAR LANDER to 
keep up with demand. 

Data East. Infocom, Sir-Tech, 
and SSI arc founded. 

Four top designers leave Atari 
to form Activision. 


Castle wolfenstein (which was 
the Inspiration for WOLFENSTEIN 
3D) and ROBOT WAR (a challeng- 
ing exercise in programming). 
Sony Walkman brings portable 
music to the masses. 

CNN launches 24- _ 
hour n 

programming. 


Test Drive 

Okay, as maytie winding araund those cliK 
roads wasn't the mast realistic driving 
eaperience. But TEST DRIVE put you behind 
the wheal of real-world supercars that had 
distinct handling capabilities. Plus, you got 
chased by the cops, a driving game conven- 
tion that continues to this day. 


Need For Speed 

For the sheer thrill of driving the ultimate 
sports cars at 120 mph on the most inter- 
esting roads in the world, this series has 
no peer, later versions feature jaw-drop- 
ping graphics, greater realism, and excel- 
lent force feedback support. 


NASCAR Racing 

There have been lots of games that re-cre- 
ated real-life racing in Formula 1, CART and 
NASCAR. But Papyrus' NASCAR RACING 
scries does it better than anyone else, with 
incredibly realistic driving physics and 
beautifully rendered 30 graphics. 


Game Designers 
as Rock Stars 

Tlic dc.sijjiicr's .struggle fur credit 
dates back decades. Atari liad always 
refused designer credits fur its games. The 
result was that they lost A1 Miller, David 
Crane, Huh Whitehead, and more. These 
joined with cx-Her.shey’s executive James 
Levy and started ActivLsion in 1979 to com- 
pete with Atari. One inmwation was giving 
design credit on each box. Muse Software, 
Avalon Hill, and SSI let designers h.n'c credits 
in the docinnentation and within the game, 
blit you didn't usually see those names on the 
packaging. 

In !98l, Ritsscli Sipe decided that there was 
enough critical mass to create a magazine about 
computer games. He formed a company in the 
spring of 19X1 and launched Quuputcr Gaming 
World in Nox'emher of that year. It was the same 
year that Hlirirmiic Gnmes and SoftSidc launched, 
as well as Tilt magazine in 1-rancc. All three com- 
petitors had deeper pockets than Sipe, but CG’UHs 
the only ctmiputer games magazine from that eni 
still in existence (the L’K’s Coiitputcr C" Video 
Gauics still publishes, but it cnipbasizcs console 
games). One important early practice of CGIV 
was to list the designer of the game with every 
major review and allow the dcsigncr.s to write guest 
columns. 

Yet, designers were to get significant- 
ly more recognition. When Sid Meier 
beat Hill Stealey at a eoin-op RED 
HAllON game {with wire-framed 




t''* 


anilh'W®' graphics, not 

the Dyiiamix game) in Las Vegas, 
they ended up forming MicroProsc .Software. That 
wasn’t the first name considered, though. It was 
Sx\lUCiCil-RS for Sid Meier’s User Group 
Software. When SSG broke off from SSI in 1983, 
the original RfACTI EORTHE STARS w.is billed as 
“A Roger Keating Game” in all advertisements. 

Indeed, the same T'rip Hawkins who talked .SSI 
into going with the Apple as its primary platform 
began Electronic Arts. Hawkins hired his favorite 
designers; prepared a product line that would 
include such classics as ARCHON, M.U.L.E., .AND 
PiNH.ALL CONSTRUernO.N SET'; and proclaimed 
that these were “dectronie artists.” According to 
Trip, game designers would be the rock .stars 
of the fuuirc. 

Not only did the 


Avalon HIM pubMshes B-1 BOMBER, first 
of a Mne of new computer games. 

Atari's BATTIEZONE is the Initial first-per- 
son 3-0 coin-op game. 

STAR CASTLE lor Cinematronics is 
released, complete with a star pattern 
that is an outline of a Playboy centerfold. 
Mindseape is founded. 

■ Taito releases Space Invaders. Though 
successful, residents of Mesquite, Texas 
attempted to have 
the machines 
banned from their 
town and went aM 
the way to the 
Supreme Court 
before losing. 


■ Nintendo of America Is 
founded to market the 
DONKEV KONG coin-op game. 

High school student Richard 
Garriott programs his first game: 
AKALABETH. 


brother was suspected of selling 
the onttakes from the photo shoot 
to Gi'Hi'.fftmag.izine. .Another time, 
a programmer who was leaving 
Sierra to work for another company 
contracted poison oak that had been 
.spre.id on his keyboard. In short, the 
game industry had an adolescent 
mentality even in those days. 


uViHTI 
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With the FourPointSurround’" FPS2000 Digital speakers, winning 
is within your power. You will hear your enemy sneaking towards 
you from any direction. The FourPointSurround'“ FPS2000 Digital 
speakers surround you with razor-sharp sound clarity, 
power for the most intense gaming, and bass that will 
kick you in the chest. If that’s too much to handle, the 
FourPointSurround'" FPSI800 or the FourPointSurround™ 
FPSI500 speakers deliver true-to-life surround sound 
that no real gamer should be without. 

You can still choose to “play by the book” - 
just don’t come whining to us when you lose. 


j^FourPointSurround'" FPS2000 DigitalJ 

Gaming With These 
Speakers Is Almost 
Like Cheating 
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SPORTS CLASSICS 


Earl Weaver 
Baseball 

One of the first computer 
sports games to capture the 
spirit of the game by incorpo- 
rating real-world player abili- 
ties. E1AI laid the foundation for 
the great PC baseball game tra- 
dition carried on by the HIGH 
HEAT series today. 


I Front Page 
I Sports Series 

I Sierra's former FRONT PAGE 
I SPORTS line was the only real 
I challenger to EA’s crown. It did 
I almost everything right: the 
I best graphics, the most sim- 
I like gameplay, and career play. 
I In fact, Sierra proved that you 
I could have hardcore simulation 
I and arcade-like action coexist 
in the same game. 



Links 386 

There are many computer 
users who have only one game 
on their hard drive; golf. There 
are a few great golf game fran- 
chises (Sierra’s PGA series, 
EA’s TIGER WOODS line) but 
links has always been at the 
forefront. 


Madden 

Football 

Series 

The MADDEN series is one of 
the longest running game 
series in PC gaming (over 10 
years!]. Aside from presenting 
a consistently great represen- 
tation of the complexity of foot- 
ball, Madden has been the flag- 
ship EA Sports title, the undis- 
puted king of PC sports game 
publishing. 



designers get credit on the covers of EA 
games, but the original games were done 
like small record album covers. In short, EA 
built its entire power structure on one prin- 
ciple: distribution. It took the music indus- 
try’s model and built a huge sales force 
instead of depending on the kind of distrib- 
utor patchwork used by other software pub- 
lishers. Using this muscle, EA picked up 
auxiliary companies to distribute (EAD, for- 
merly the Affiliated Labels program) and 
essentially distributed its competitors’ 
games. At times, it was accused of distribut- 
ing products in order to steal technology. 

Two such cases were Betbesda’s succcssftil 
suit against EA for stealing GKIDIRON teeb- 
nology for JOHN MADDEN FOOTBALL on 
the Amiga and Lord British’ farewell to EA 
after be alleged that an RPG from EA called 
DEATHLORD stole ULTIMA IV code down 
to the tile graphics. 

Ostensibly, being an EA Affiliated Label 
(AL) meant that your products were worthy 
of wider distribution. A computer game Hall 
of Fame of Affiliated Labels (Cincniaware, 

Lucasfilm, New World, Software Toolworks, SSG, 
and SSI) joined the Hall of Fame of development 
alumni (Dani Biintcn Berry, Bill Budge, Chris 
Crawford, JcfJ’Tunncll, Damon Slyc, Jon Freeman, Paul 
Grace, and more). For EA, though, the ALs were often 
treated as revenue fillers between EA releases. One EA sales exec- 
utive stated the philosophy at its most cynical: “I can sell dogsbit in a box if it has 
the right packaging.” 

Behind the scenes, it was a wild time at EA. CEO Hawkins entered a conference room one day 
just as one of his marketing executives was entering an assistant on the table. Hawkins wasn’t happy. 
In typical boys’ club fashion, the assistant was laid off. But, the legacy of that workplace indelicacy 
was that EA’s conference rooms always had glass panels from that day forward. 


Will WrighI: the ulllmate puppctmasler 



Rock and Fold: The Sad Fates 
of Mindscape, Activision^ and Infocom 

You would think that with so many new game companies forming that 1983 would be a great 
year for the industry. Instead, it was nearly a disaster for the console game industry, and it threat- 
ened to drag some of the computer game companies along with it. Ken Williams 
of Sierra .swore they would never again do another cartridge game because the 
cartridge crash devastated Sierra. Activision’s A1 Miller and Bob Whitehead saw 


IBM releases its first PC. 

The laptop computer and mouse 
hit the market. 

Sir-Tech Software launches 
WIZARDRY. 

Ken and Roberta Williams devel- 
op their first computer game, 
MYSTERY HOUSE, on their 
kitchen table using an Apple 11. 
They found Sierra On-Line. 
Access Software Is founded to 
market a sprite graphics program 
and moves to games with an 
arcade-style game called 
NEUTRAL ZONE (the com- 
pany later became the 
leader in golf games with 
the LINKS series). 


■ Russell Sipe founds 
Computer Gam/ng 
World. 


Lucasfilm 
Games receives a $1 mil- 
lion grant to develop games for Atari 

home computers. The games (RESCUE Trip Hawkins leaves 
AT FRACTALUS and BALLBLAZER) were Apple Computer and 
later published by Epyx. lays the groundwork for 

Bill Stealey is beaten by a colleague Electronic Arts, 
when playing a coin-op game called The Games Network 
RED BARON. The Colleague Is Sid Meier, advertises for video 
who promises to build a better flight games to be played on 
sim in a matter of weeks. The result, 

HELLCAT ACE, forms the basis for 
MlcroProsc Software. 


a royally basis over 
Cable TV on 8-blf 
processors. 


■ Infocom’s ZORK 1 Is the 
top- selling PC game of the 
year. 

Atari allegedly dumps tens of 
thousands of cartridges In 
Alamogordo, New Mexico. 

Many of those are E.T. car- 
tridges, an Ill-advised video 
game ordered by Warner 
chairman Steve Ross. Spielberg was allegedly paid 
$21 million for the rights to the E.T. game. 

Alan Miller and Bob Whitehead form Accolade, leav- 
ing the company they founded (Activision) because 
they disagreed with fames Levy’s expansionism. 
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the writing on tlic wall and formed Accolade to specialize in arcade games for home com- 
puters. Atari denies ha\nng to dump tens of tliousaiuis of cartridges in the desert during 
1983-84, but lots of Alamogordo, New Mexico, residents claim that they got some great 
freeware at the dump during those years. Mattel got out of the business and let some liq- 
uidators sell off everything to do with Incellivision. Coieco was so busted from Colecovision 
that Michael Katz was breathing easy that he had left Coieco and gone to Epyx. (Katz' gam- 
ing career was finally KO’ed at Sega where he authorized signing one fight heavyweight 
champion Buster Douglas for an unsuccessftil boxing game just before Douglas himself was 
KO’ed. Katz had bad luck with licenses. At Epyx he was the first to lose money on a Michael 
Jackson license with a break-dancing game, infuriated tons of parents with a se.xist Barbie 
game, and managed to lose money on a Plot Wheels and G.l. Joe license.) 

Yet, PC gaming kept growing. By 1986, Mindscape’s Australian founder, Roger Buoy, 
started an annual tradirion chat expressed how good the business was getting. During tlte 
Summer Consumer Electronics Show, Mindscape w'ould rent out a nightclub and have its 
annual rock and roil parry. It featured big name blasts from the past like Junior Walker, Sam 
and Dave, and Meatloaf. Dudley Moore played the Miracle Piano System for Nintendo at 
one such party. 

With Commodore picking up the Amiga system before its creators went bankrupt in 
1985 and Atari launching the ST in 1986, it was a whole new world for computer games. 
Better graphics, better sound, and faster processor speeds were the order of the day with 
the Motorola 68000 series of chips. Electronic Arts pledged a commitment to the Atniga 
with Trip Hawkins proclaiming that some day, interactive entertainment would wag the tail 
of the entire entertainment industry. “But," proclaimed Hawkins, “whatever platform we 
use, it won’t be driven by an Intel chip." That promise would later come back to haunt him. 

Cincmawarc was founded during this era and published a scries of games based on clas- 
sic and pulp movies. DEFENDER OF THE CROWN started out as R0151N HOOD and soon 
became a generic medieval story tied together with cut-scenes and arcade games. It had a 
nude scene, though it was done in silhouette and blacked out like the love scenes in a more 
chaste Holly'wood. The important fact about Cinemaware, however, was that it was formed 
to make multimedia products. Yet, Cinemaware died before CD-ROM delivery became 
viable for game companies. (Some of the creative folks involved with the original 
Cinemaware games have just relaunched the company.) 

In 1987, Activision decided to emulate Electronic Arts. Dick Lehrberg, a brilliant judge 
of talent, assembled a heavweight line of Affiliated Publishers (Dynamix, Interplay, 
Lucasfilm, New World Computing, and more). A couple of years later, the CEO at 
Activision (then known as Mediagenic in an attempt to reap “dumb money” in the stock 
market), Bruce Davis, nearly destroyed the company when he decided that there wasn’t 
enough margin in just distributing tliese games. He overlooked the fact that the only over- 
head they had invested in the distribution program was their sales force — a .sales force need- 
ed to hawk Activision products anytvay. In one meeting, he eviscerated Lehrberg, destroyed 
the AP program, and started Activision down the path toward its eventual bankruptcy— in 
spite of it becoming the first U.S. publisher to have both a Nintendo and Sega license. 

By the time Bobby Kotick’s group bought Mediagenic/Activisiou, the codename for 
their due diligence was Project Lackovision. Employees would stack aluminum cans in the 
employee lounge to represent the value of Activision shares on the NASDAQ. Morale w'as 






1983 


Electronic Arts releases its first prod- 
ucts, Including M.U.L.E.. 

A group of Nquidslors buy the rights 
to Mattel's Intollivision and start 
eliminating the rest of the remaining 
Intellivislon product. 

Nintendo introduces the 
forerunner of the Nintendo 
Entertainment System (NES) in 
Japan as the Family Computer 
(FsmiCom). 

Games Computers Play, a 
Pennsylvania-based computer 
network, offers games with real- 
time graphics for Atari users. 

■ Time magazine names the 
computer “Man of the Year.” 


1984 


Atari Introduces the Atari 1 040ST to compete with 
the Commodore Amiga. 

Defender of the Crown is first Cinemaware game 
and Introduces serious cut-scenes to the computer 
game genre. It is intended to be a CD-I product, 
but the platform doesn't appear for many more 

Nintendo releases the original NES plus 15 car- 
tridge games. 

■ Intel releases the 386 
chip, featuring 275,000 
transistors - twice as 
many as the original 
4004. 

Lueasfllm's Habitat 
debuts on QuantumLink 
(early Incarnation of AOL). 


Is Introduced 
and gets a head start on the NES. 

Brett Sperry and Louis Castle found 
Westwood Studios. 

Scott Adams' Adventure International 
goes bankrupt. 

The Gauntlet coin-op game teaches 
gamers that “Warrior needs food badly.” 
Commodore announces Amiga. 

CGIVs first Game of the Year awards. 
ISLAND OF KESMAl debuls on 
CompuServe. 








WARGAME CLASSICS 





Carriers at War 

Amazing artificial opponents, real- 
time tension, and the power to con- 
trol entire VU1AII1 fleets made CAW 
the best wargame of its day [19841. 
The scenario editor also fit on the 
same 64k Apple If disk. 


Harpoon 

Real-time tactical warfare that 
made Larry Bond’s naval experi- 
ences come to life. It was to 
detailed our reviewer wrote, “I 
learned more from my first six 
hours of playing HARPOON than I did 
in a one-year seminar of Maritime 
Operations in the Naval War 
College.” 


Panzer General 

Probably the most popular wargame 
ever. Its elegant interface was so 
intuitive it has never been improved 
upon. A clever campaign system 
with voice-acted rewards com- 
pelled gamers to keep coming back 
for that crucial major victory. 


Close Combat 

The series has its faults, but ClOSL 
combat’s tactical scale, detailed 
graphics, and realistic audio creat- 
ed a pwerfuliy immersive combat 
simulation. The game's psychologi- 
cal model added depth by raising 
the slakes for bad decisions. 


Combat 

Mission 

The game that has made every other 
wargame obsolete, by abandoning 
convention and going completely 
3D. It combines all the features that 
wargamers expect with a simple 
interface, good graphics, and unlim- 
ited replayability. The future of 
wargames. 


at ail all-time low when Kotick piir- 
diased the company, took it into 
bankruptcy, moved it to L.A., and 
hauled it out of bankruptcy. 

Before those event.s, though, 
interactive entertainment companies 
had some e.xeiting times. 
Broderbund, Electronic Arts, and 
Sierra all went public in 1989. Then, 
in order to set earnings records, EA 
stunned everyone by announcing 
that it would be moving into video 
games. By building an HA Sports 
franchise on all major platforms 
(SNES, Genc.sis and to a lesser 
c-xtent, the PC), EA was able to 
avoid the problems faced by 
Activision. 

There were a lot of bad guessc.s 
about whore the industry was going 
in those days. Hawkins had original- 
ly guessed Amiga. Bruce Davis 
guessed Apple IIGS and Macintosh. 

Ken Williams guessed 
IBM. That’s why Sierra led 
the way in IBM entertain- 
ment. The first EGA adventure 
game’ Sierra. The first sound 
card support for the IBM (Roland, 
Covox and AdLib cards)’ Sierra. 
The first VGA adventure game’ 
Sierra. Sierra also had a lead in one 
of the least loved eras in computer 
games, which wc’l! cover next. 


Lord Diilish's ULTIMA series was 
all tho rage 


filming live actors for digi 
Sierra hired profe.ssional vo 


well as the music industry. Eventually, like much of the rest of the industry, they 
were seduced by the idea of making interactive movies. 


The New Hollywood: 
Siliwood 

Sierra also led the way in digitizing actors, using professional voice talent in 
games and making interactive mov ies. If you want to call this part of computer 
game history the “Siliwood Era” (Silicon Valley meets Hollywood), Sierm was 
pientv' Sill. At first, its hybrid use ofclas.sic animation cels scanned into comput- 
ers for products like the APVKNTURHS OE WILLY BEAMISH and process of 


;ation seemed beneficial to the world of gaming, 
e talent and composers from film and television, as 


The computer games market expanded rev- 
enue by thrusting tons of low-cost products 
on the market. Accolade, Activision, £A, 
MIndscape, and SSI all released budget lines 
of classics and/or European imports. 
Modcm-lo-modcm direct play starts to 
appear with STRATEGIC CONQUEST PLUS 
(Macinlosh only) and Sierra's HELICOPTER 
SIMULATOR (IBM only). 

Original STREETFiGHTER coln-op game sets 
records for CapCom. 

Masque Publishing is established to create 
card games and solitaire games. 

Acclaim becomes first U.S. developer for 
Nintendo Entertainment System. 

Chernobyl reactor explodes, killing 31 and 
contaminating millions. 

Challenger space shuttle explodes. 


Activision becomes first U.S. developer with 
both Nintendo and Sega license. 

SSI produces the first In a series of official 
ADiD games: POOL OF RADIANCE. The A0<£0 
series goes on to become one of the most pop- 
ular lines in the history of computer gaming. 
Coleco files for bankruptcy. 

■ Maxis releases SIMCITY. 

Koei Corporation appears in the U.S. with fas- 
cinating strategy games using Aslan themes, 
Stormfront Studios Is founded as Beyond 
Software. Stormfront and CInemaware will 
eventually go to court over TV SPORTS: 
BASEBALL Stormtront's work becomes Tony 
La Russa Baseball when Stormfront 
becomes its own publisher. 


Millions of otherwise responsi- 
ble people discover the mean- 
ing of addiction with TETRIS. 

■ Bethesda Softworks' 
WAYNE GRETZKY HOCKEY 
sets a new standard in 
sports gaming, 


■ EA releases ground- 
breaking adventure 
game wasteland. 


Sega launches Genesis just 
before the end of the year. 
Atari's Lynx becomes first color 
handheld, but loses out in the 
end to Sega’s Game Goar. 







Create a Real-Time Strategy to 
Rule the World! 









Civilization 

Pretty much every strategy game con- 
vention can be found in ClU~war, diplo- 
macy, politics, economics, research, 
resource management, you name it. 
Created by CGW Hall-of-Famer Sid 
Meier, CIVIUZAIION is an enduring stan- 
dard in balance and design, from which 
all empire-builders spring. 

SimCity 

Proving that a strategy game didn't need 
to focus on conguesl to be fun and chal- 
lenging, SlUGlIY gave gamers unprece- 
dented freedom, letting them decide 
their own victory criteria as they devel- 
oped utopias and industrial wastelands. 

Dune II 

Rudimentary by today's standards, 
yVesIwood's DUNE II single-handedly 
created the real-time strategy genre 
that exploded a few years later with 
VUARCRAFT M and Westwood's own 
COMMAND a CONgUER games. 

X-Com: UFO 
Defense 

An ingenious blond of turn-baaed small 
squad tactics and a real-time meta- 
game, K-COM made RPG-style character 
development work in a strategy game, 
adding another layer of strategy as well 
as investing players emotionally with 
their characters. 

Myth: The Fallen 
Lords 

The game that proved 3D did matter in 
strategy, MYTH's real-time squad level 
combat forced gamers to consider 
things like terrain and cover in ways 
they never had before. Without MYTH 
there'd be no SACRIFICE, no COMBAT 
MISSION, no SHOGUN, no WARCRAFT 111. 

The Sims 

As much an elaborate Rorschach test as 
a game, gaming has never felt so per- 
sonal, so immediate as it has in THE 
SIMS. This is the title that brought 
humanity to gaming, and it is the future 
of the game industry. 


Ar the beginning of 1991, CD-I was yet 
to ship, CDTV had missed its Christmas 
1990 release, NEC coiildn’r finish its 
TurboGratx 16 in time to ship, and the CD- 
ROM industry couldn’t even agree on mul- 
timedia standards. Yet, Hollwood had 
decided that CD-ROM was the wave of the 
future and that computer game developei's 
would need help in filling those CDs with 
arc assets. The William iMorris Agency, one 
of the biggest talent agencies in Hol[\-wood, 
formed a special division for the interactive 
entertainment industry. Nearly every studio 
formed an interactive division. 

Even the manufacturers of CD-ROM dri- 
ves and sound cards like iMediavision and 
Panasonic decided that they needed game 
companies. An alleged arms dealer founded 
Magnet Interactive (whether for laundering 
or making money, we’ll never know) and a 
prosperous dog breeder founded Sanctuary 
Woods (hoping to tap into the family and 
children’s multimedia markets). New com- 
panies popped up every month from 
1991-1994, blit they just weren’t hitting 
the public’s appetite. 

Over the next five years, budgets zoomed 
upward from an average of 5300,000 per 
game to a high of approximately 57 million 
and 512 million for Pl-IANTASMAGOIUA 
and WING COMMANDER IV respectively. 
'I'liere w'as no way companies were going to 
find the right profit margins with those 
kinds of numbers. There was especially no 
way when the market declared that control 
and adrenalin was more important. Even in 
the console market, the much ballyhoocd 
products like Trip Hawkins 3DO, Atari’s 
lagiiar, and the Sega Genesis CD (slightly 
earlier than the former two), failed to cap- 
ture the atiendon of gamers. 

Id Est: The Game of the 
Month Club 

In 1992 a small group of game develop- 
ers showed the indiistrt^ how to delii'cr both 
control and adrenalin. John Carmack and 
John Romero had contacted Silas Warner 


and asked him if they could do an updated, 
first-person version of his classic CASTLE 
WOLFENSTEIN. Warner, as always, was 
amenable, and the crew brought out 
WOLFENSTEIN 3D. Although the game 
was basically nvo-dimcnsional instead of real 
3D, it fooled the eye enough to thrill and 
satisfi.’ gamers everj'where. A year later, they 
skyrocketed to the top of the charts again 
with DOO.M. 

Traditional game publishers were begin- 
ning to ask, “Who arc these guys?” Some 
people thought they were overnight siicce.ss- 
es. The truth is chat Carmack and Romero 
had dozens of games under their belts 
before those two hits appeared and changed 
the market forever. They had written nearly 
a game a month for Sofidisk Publishing 
before John Romero discovered what 
Carmack and the rest of their colleagues had 
noticed weeks before. |ohn kept bragging 
about all the tan mail he was receiving and 
finally noticed that while the names had 
changed, they all had the same street 
address. Apogee’s founder, Scott Miller, had 
been recruiting them, but he couldn’t 
include the name of a competitor without 
risking interception. They finally responded 
to Miller and eventually signed a deal to do 
the COMMANDER KEEN series of share- 
ware games for Apogee. By the time they 
finished WOLFENSTEIN 3D, they were 
ready to launch on their own. 

DOOM and DOOM 11 were arguably the 
most successful game products in hi.story. 
They pax’cd the way for QUAKE and a myr- 
iad of clones. More chan anything else, the 
action and adrenalin in these titles put the 
death-knell in Eull Motion Video. Who 
wanted canned action when you could con- 
trol it all yourself? 

Windows Pain: The Big Shift 

3D ruled the world from the early ‘90s to 
the mid-‘90s. Computer gamers were quite 
willing to have three or four different con- 
fig.sys files on their computers to be able to 
play games in DOS. IVe all believed chat 


Activision releases the first CD-ROM game: MANHOLE. 
Developer: Cyan, founded by two brothers who went on to 
create MYST. 

NEC launches the TurboGrafx and intends to lead conver- 
gence of film, audio, and Interactive with a CD-ROM player 
and Cinemaware’s IT CAME FROM THE DESERT. The delayed 
launch Is unsuccessful. 

Steve iackson Games is raided by the Treasury Department 
and all of their computers are 
confiscated. The pen-and- 
paper game. Generic Universal 
Role-Playing System: 



Cyberpunk, has rattled government enforcers worried 
about hackers. SJG has to sue the government to 
recover its property. 

Sierra's support of AdLib, Roland, and Creative Labs 
sound standards helps usher In the sound card ora. 

Ray MuscI founds Ocean of America and launches with 
a very successful ROBOCOP game. 

Sierra ships Its first game with VGA graphics, KEEPING 
UP WITH JONES. 

Berlin Wall falls. 


■ Intel’s 4S6 brought us into 
the poinl-and-click age. It 
the first chip with a built-in 
math co-processor. 



Activision files lor Chapter 1 1 
Bankruptcy Protection and moves to 
Los Angeles before coming out of 
Chapter 11. 

Digital Pictures is founded to build 
convergence products. 

Epic Megagames parlays pinball game 
Into viable company. 

Iraq Invades Kuwait, 
precipitating the Gulf War, 
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using DOS was the only way lo force maximum performance out of our 
machines. What we didn’t reckon with was Microsoft. 

Alex St. John (now the brains behind online streaming tcchnolog\- at 
Wild Tangent; see pg. 35) was the evangelist for DirectX. He was the 
Martin Luther, the Savanarola of a new age. We didn’t want to pay any 
attention to him (neither did Microsoft, in some respects) but the more 
we saw of DirectX and the more we realized we didn’t have to have a 
unique conlig for every game, the more wc thought Windows gaming 
just might work. By mid-1995, we realized that the days of DOS 
games were over. Our September, 1995 issue of Computer Gutnitij 
World asked the rhetorical question, “Are DOS Games Dead?” They 
certainly were. 

Under DirectX, you could suddenly buy sound cards and the new 
generation of graphic accelerator cards to get enhanced audio and 
graphics out of your machine. In theory, DircetX made it easy to 
install these cards because Windows would recognize them and sup- 
port them. It wasn’t always the case, especially in the early years, and 
wc still struggle with DirectX drivers from time to time. Rut if you 
think back to where I’C gaming was in 1995, we’ve come an awfully 
long way toward “plug and play.” 

Back to Start 

In the last five years, gaming has gone mainstream. Much of this is 
due to the PlayStation, which has penetrated the market to an 
unprecedented degree. But even on the PC, titles like MYST, TOMB 
RAIDER, ROLLERCOASTER TYCOON, and THE SlMS have 
brought people into gaming who had never played anything other 
than SOLITAIRE. Even in the traditionally narrow and insular world 
of rolcplaying, games like DIABLO, EVERQUEST, and BALDUR’S 
GATE are immensely more popular than Diiujfeous CrDrmjojwwas in 
its heyday. 

Ironically, just as our industry seems to be expanding, money has 
gotten scarce on the PC. Companies are less willing to take risks on 
innovative games like THE SIMS (which EA tried repeatedly to kill). 
This is very unfortunate, because it’s the unconventional games that 
have the greatest potential to reach a broader audience. (Maybe EA’s 
execs should resurrect their tradition of lighting up once in a while.) 

After 40 years of interactive entertainment, I think we’re just now 
coming out of the silent pictures era. Although we’ve .seen block- 
busters on various platforms, the closest thing we’ve .seen to a mass 
market phenomenon in interactive entertainment has been Pokemon. 
Put your favorite games up against your favorite movies in terms ol 
story, dialogue, and visual quality, and you see part of the reason 
computer games are never on the cover of Entertniiimcut Weekly. 

But that’s going to change, especially with the coming of 


Alei Si John killed 
DOS games 

Microsoft’s Xbox, which will introduce a richer gaming experience 
to a wider audience of players. Will it mean the end of our favorite 
platform? 

Hardly. Interactive entertainment began with the computer, 
and many of its greatest moments have taken place on computers. 
Tomorrow’s PCs will be different and more powerful, but the 
ability to change your system and modify games means the com- 
puter will always be where innovations are born. Just ask Slug 
Russell. 


■ Origin’s WING 
COMMANDER becomes a PC 
gaming sensation. It scares 
the highest reader rating in 
the history of CGlVs Top 100 poll, and forces gamers to buy 
sound cards. 

Cybarfllx appears. The goal: inlcfoctive movies. 

Nintendo finally ships the Super Nintendo Entertainment 
System. 

Id Software founded: 


C!VILIZ,4Tl()\ 


John Romero, John 
Carmack, Tom Hall, and 
Adrian Carmack. 

■ Arnold Is back in T2. 


Sid Meier releases strategy landmark 
CIVILIZATION, and the game widow is born. 




1992 


■ id Software's WOIFENSTEIN 3D 
marks the dawn of first-person 
shooters. 

Time Warner Electronic Publishing 
comes late to the Hollywood inva- 

Sega’s CD-ROM falls by dividing the 
market between the base machine 
and the peripheral owners. 


1993 



Doom changes gaming, and gamers, forever. 
Trip Hawkins unveils the 


pistols Isupportlng Coll Firearms In his home 
state.) 

Disney comes to the convergence party even 
later than Time Warner. 

Pop Rocket is founded to produce music video 
adventure game. 







Gaming , 

Moments 


The Readers Have 
Spoken... God Help Us All 



Playing the fantastic (and horribly underrated) DUNGEON KEEPER 2 well after 
midnight, the narrator's voice came on and said something to the effect of 

“You have proven your perseverance, but, go to bed!" Scared and delight- 
ed me at the same time. —Chris Pauer 



[In a DUKE NUKEM 3D dcatlimatcli], 1 
was low on health and trapped in a corner 
with no ammo for the \s'capons I favored; 1 
had no choice but to whip out the Freeze 
Gun (which 1 never really liked). [My 
friend] began to jet pack up to maneuver for 
the kill, when 1 scored a hit with the Freeze 
Gun w'hile he was in flight. Watching his 
frozen body fall to earth and shatter into a 

million pieces, the nvo of us began laughing so hard and loud 1 woke 
up my wife and newly born daughter. — Daniel Homa 

After purchasing the first MASTER OF ORION game, I eagerly sat 
down as the Humans and began to play into the night. It was not 
until after completing a lengthy campaign against the insectoid 
aliens that I finally looked at my clock, and to my great horror, 
the alarm went off ..time to go to work! — Ted Fatte! 


(In X-COM Apocalypse] I was unable to spot a single alien. I final- 
ly checked the men’s room under the stairs in the corner and it was 
packed with aliens! I threw in a single fragmentation grenade, and 
between the initial blast and the ensuing explosions from ammunition 
and weapons cooking olV, 1 destroyed the entire alien infestation for 
only S25. 1 also took out the men’s room, the ladies’ room, and most 
of the floor above it. — jayson Grey 

This happened to me while playing the “Catwalk” scenario in EA’s 
688 Attack sub. in fighting a Tjphoon with an Alfa escort, I used 
what I’d learned from reading Tom Clancy’s lied Storm Risinj; and 
'Hic Hunt for Red Octnher. A few seconds later, the Typhoon’s torpe- 
does locked onto its escorts while mine locked onto the Typhoon, 
sinking both of tliem instantly. Tom Clancy w'ould have been proud. 
— Charles K. Hallard 

My favorite gaming moment happened online against a .squadron 


1994 





■ Broderbund releas- 
es the mesinerlzlns 


Microsoft Network is 
established, 

Creative Labs adds WoveBlaster II a. 
General MIDI add-on for Sound 
Blaster 16. 

■ X-Com Is the sleeper 
hit of the year. 

Electronic Arts acquires 
Productions. 


DOOM changes gaming, and gamers, forever. 

Trip Hawkins unveils the 300 system in hopes of 
creating a powerfui new hardware standard. It 
flops. 

■ Acclaim's MORTAL KOMBAT mortifies parents, 
and Senator Joseph Lieberman wants to ban pix- 
els with violence, but not pistols (supporting Coll 
Firearms in his home state). 

Sony Computer Entertainment of America enters 
the software development and 
on several platforms. 

Intel ships first Pentium 
processor. 


■ Digital 
amaze audiences 
in Jurassic Park. 




1995 


Squaresoft gives Sony PlayStation 
a big boost by announcing that 
FINAL FANTASY VII would appear 
on that platform instead of the 
Nintendo 64 as expected. 

■ Windows 95 changes the face 
of gaming, prompting us to ask, 

“Are DOS Games Dead?" on our 
September cover. Twelve months later, they were. 
Nintendo 64 ships with spectacular MARIO product 
and very little else. 

Yet, Nintendo cap- 
tures the younger 
market while Sony 
keeps the older 
market. 

■ Oklahoma City 
bombing kills 168. 


• DOMPUrtR EAMINB WOULD 




ofilctiial World War I! Tuskcgcc fighter 
pilots in WARBIRDS. I spotted a Mustang 
below me and pounced on bis tail. He saw 
me and executed a perfect climbing turn 
toward me, not wasting an ounce of efficien- 
cy; no wonder.. .be had done this in the actu- 
al Mustang 50 years before! I eased my 
fighter’s nose to straight up and pirouet- 
ted on my tail to “turn in the vertical.” 

After some shooting, his left wing fell 
away and he bailed out. The thrill was 
unbelievable. This was as close to WWII 
flying as 1 was ever likely to get. 

— Richard Ordway 



[In] TIE FIGHTER, I was controlling the 
joystick while my friend had the keyboard. As 
we were vaping our enemies, out of nowhere 
appeared an X-wing headed straight for us on a 
collision course! With too short a time to 
dodge, we both “ejected” and dove out of the 
way, landing a few feet on either side of the 
computer. [...] We immediately jumped back 
to the computer and cried to puli out 
of the fray. Unfortunately our valiant efforts 
came too late, but we managed to take another 
Rebel scum down out with us! 

— Bob McKlhaney 

My roommate and a friend were just .start- 
ing to get the hang of AGE OF KINGS, so 
being a somewhat experienced AOK player, 

1 offered to play them 2 on 1 and give them 
a one-minute head start. I walked into the 
kitchen to make myself a drink while they 
launched the game, and unbeknowim to me, 
my roommate accidentally set his civilization 
to the same color as mine, which makes us 
both control the same units. After I returned 
to my computer with a fresh beverage, 1 
noticed the progress made on my base and 
realized what liappened. So 1 proceeded to 
give my roommate the most frustrating game 
of AOK ever played. 1 felt like .such a Jeff 
Green. — Andre Laroussini 


■ QUAKE rules the world in solo and 
online gaming and full-motion video 
faces its final death throes as pub- 
lishers go to 3D In everything. 

3D graphic acceleration prolifer- 
ates; CGW reviews 16 3D accelera- 
tor cards from November to December. 

3dfx introduces Voodoo graphics chip. 

Origin division of Electronic Arts launches Ultima 
Online, new era In multiplayor online gaming- ^ 
WARCRAFT II steals COMMAND & CONQUER's spotlight 
as the premier real-time strategy game. 

John Romero and Tom Hall found Ion Storm. Romero 
proclaims ‘'Design Is Law" and estimates Daikatana 
will ship in '97. 

Sony launches PlayStation. 

■ Eidos releases TOMB RAIDER, whose Impossibly 
proportioned heroine becomes gaming's cover girl. 


Wliiic playing DOOM, 1 was down to only 
a pi.srol full of ammo. Two demons then 
jumped me; 1 killed one with my pistol before 
the other aitaeked me, and I emptied my last 
.shot into him a.s he got right in my face and 
mauled me. 1 was trapped in a dead end, and 
had no choice but to stand there and hit him 
with my bare fists while he eliewed 
me up. After what seemed like for- 
ever, 1 finally managed to kill him, 
with virtu.illy no health point.s left 
for my character. — Das'id Hanson 

We were testing the Collector’s 
CD ver.sion of TIE FIGHTER at 
l.ucasArt.s, and 1 happened to be 
testing Hattie 7, Mi.ssioii 4, in which you fly a 
TTK Defender alongside another well-known 
pilot; Dartli Vader. I wanted to test killing 
him, but the mission builder had made his 
craft invulnerable — mostly. We collided, his 
.ship exploded, and 
the crowd cheered. 

Howes'cr, it was a 
primary goal that 
Darth Vader com- 
plete his mission, so 
1 failed mine. Bur I 
didn’t care, killing 
him felt goo-ood! 

— Darren Johnson 

While playing 
ULTIMA VII, I came across a 
crashed spaceship in a farm field. 

When questioning the farmer 
about tlie .ship, he recalled a 
.stranger mumbling something 
about “killing someone named 
RiUiiy.” Obviously a reference to 
Wing Commander and the 
Kilrathi. i felt a certain kinship 
with Origin and gainers everywhere that 
shared a little world (at that time) known as 
Computer Gaming. — lesse Olivo 




1 was seven and 
had ju,st conquered 
my first game of 
CIVILIZATION. It took 
me a while to master 
the economic factors 
of the game, but one 
day, fate led me and 
my hoard of Babylonian chariots into the 
heart of the pathede Egyptian kingdom. 
Though it was .set to Chieftain it srill seemed 
the sweecese victory a kid my age could 
achieve. — John Marlin 

In [ZORK III], I’m at the shore line and I 
can see a ship in the distance with a sailor 
on board. I can’t get the ship but I know 
there’s got to be some interaction with the 
ship and/or sailor. I hit die parser up with 
evernhing I can think of, to no avail. Out 
of delirium perhaps, I decide to say “Hello 
Sailor” and to my delight, that did it — the 
sailor gave me a vial (I believe) that allowed 
me to continue with the game. Needless to 
say, I had two objectives for the remainder of 
that day: continue playing, and forge a sick 
note because tlicre was no way I was going 
to school that day! — Marc H. Strother 

It is that moment [in X-C0M| where your 
pathetic troops eventually stun a live ethereal 
and research the psi-laboratory. Then 
you can begin to train in psychic abili- 
ties and create a constant chain reac- 
tion of mayhem by making a conga- 
line of enemies gun each other down. 
You have to love the classics. 

— Michael Coxson 

I was playing NBA LIVE 2000 
against my cousin, and it was a pretty 
up-and-down, high-scoring game that 
had us really immersed. Then, on one play, 
while I was trying to defend my basket by 
double-teaming his post man, he successfully 
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and captures significant market share 
away from industry leader Sdfx. 
Aureal shows that 3D sound can be 
an Impressive part of the gaming expe- 
rience, winning CGlVs Hardware of the 
Year award. 

Red Storm Entertainment creates a sub- 
genre of first-person shooters - the 
tactical combat simulation - with the 
release of TOM CUNCY'S Rainbow Six. 
Katana becomes Dreamcast. Promised 
Windows CE architecture doesn't work as 
advertised and online component merely 
means you can play Choo Choo Rocket. 






My then-girlfriend (now wife), Vicki, was interested in DIABLO, so we 
created a Warrior for her. She started the Butcher quest, went down 
to level two, and opened the door to the Butcher's Lair, letting him 
rush out and say his lines. Vicki, at the same time, screamed at 
the top of her iungs, jumped out of the chair, and ran out of the 
room! This is by far my favorite moment in gaming. —Paul Bender 




- 



slowly measured the shot and sent tlie hall 
on a beautiftil high arc on its way to.. .out of 
bounds. He got no rim, no backboard even. 
— David Baker 

THE 7TH GUEST! When I got down in the 
maze in the basement of mansion, at about 
tlie halhvay point I became a nervous 
wreck. 1 had to get up and turn on every 
light inside and outside of the house. Even 
then I kept looking behind me to .see where 
those footsteps were coming from. I have 
not been as .scared since. Not even when I 
w'atched The Blair Witch Project. 

— Brian Jacobs 

The last weekend of my junior year in 
college, wc held a huge LORDS OF CON- 
QUEST tournament to name the undisputed 
champion. After three straight days, it came 
down CO two; my roommate and I. If you 
recall, the victorious Lord was one who fin- 
ished a utrn possessing six cities. Near the 
end of the final turn, my roommate owned 
six cities while I owned five. For my last 
move, I attacked one of his cities; the win- 
ner of tlte battle would emerge with six 
cities and the crown. The two properties 
blinked onscreen while the computer deter- 
mined the outcome. But before the com- 
puter could announce the winner, we heard 
a pop and the screen went blank! My power 
supply had blown, and I 
barely got out of that room 
alive. — Jerry Foster 


stop. I waited tor it to explode but I was 
shot in the back, \\^lile dead, I heard the 
bomb go off, and read ail the "WTF's” and 
“What the Hell’s” popping up on my 
screen. Every CT that 
got caught in the blast 
screamed about it. 

— Shawn Cougar 




[In COUNTER-STRIKE] with 
a bomb in hand, I went to 
the steep ramp next to the 
terrorist starting point that 
leads down and under the 
Counter-Terrorist’s sniper nest. Ac the top I 
dropped the bomb, and it slid all the way 
down just under the sniper area, coming to a 


Battling a huge 
demon in BALDUR’S 
Gate ll, it is Iwrely 
injured and kicking our 
butts. I gather my party and run out the 
door (standard IIPG strategy) to catch our 
breaths — but what happens next? The 
demon comes out after us! This just never 
happens in an RI’G! It chases me all the way 
across the town, and townspeople are run- 
ning around .screaming. It wipes out a tew 
innocents {and a stray cat) before we finally 
managed to kill it. Til always remember that 
“Cat dead” message in the status bar! 

— Cong Nguyen 

Fairly early in the original UNREAL, there 
is a scripted sequence in which the player is 
trapped in a hallway after deactivating an alien 
device. Starting at one end of the hallway, the 
lights go out one by one — and it got very, 
very quiet. Next comes the player’s first real 
encounter with the leaping, rolling, dodging, 
ducking, diving Skaarj — along with some of 
the most inten.se game music 1 have ever 
heard. I will never forget the heart-pounding, 
blood-pumping adrenaline rush 1 got the first 
time 1 played chat sequence. — Ron Reals 

Playing THE 7TH GUEST. I was on top of 
the world. I played it day and night for 
months. I slept maybe three hours a 
night, lost my girlfriend, and nearly my 
job (the microscope puzzle was a 
bitch! ). When I finished the game it was 
4 a.m., and I ran all over my house 
.screaming, “I beat Staufi! I beat 
Staufi!!!!” After the dust cleared I had 
but one thought: “Man, I’m a loser.” 

And just in case you’re wondering, I 
never got the girl back. So Denise, if you 
ever read this, Tm sorry — I just had to beat 
this game!! — Mike ITellaPia Jr. 





i\Iy favorite 
gaming moment 
was when I ran 
MYST for the first 
time. No, really! 

Once the system 
files M'ere tweaked 
on my first “real” 
computer and the 

game loaded up, the sight of Myst Island on 
my 14-inch SVGA monitor made me want 
to sell my possessions and book pa.ssage. It 
consumed hours of my time without the 
need for lightning-quick “twitch” reflexes 
or blasting waves of oncoming enemies 
(which would be a real trick on a 386 any- 
way). As unpopular as MYST is with the 
greater gaming community, it was my first 
real game on my first real system, and it 
paved the way for more challenging games 
on more powerflil systems that came later. 
— George Teufel 

In UNREAL TOURNAMENT, it was an 

Internet Capture The Flag match packed 
with 18 players, and it was dte last match 
chat many people were going to play since it 
was 1:34 a.m. Every player fought his or her 
best, and in the end it was Red Team 3, 

Blue Team 4. There was a minute and a half 
left until die match ended, and my team, the 
Blue Team, was concentrating on defending 
our flag. Suddenly, every single Red player, 
ftilly armed and armored, erupted from the 
base, guns a-blazing, cutting our defenders 
down with a crossfire of flak cannons, mis- 
.siles, and miniguns. I was in the tower snip- 
ing, and if I didn’t have that armor vest on 
we wouldn’t ha\'c made it. Their best player, 
dumbnutz (who had stolen our flag wicc), 
had just stolen our flag and was making a 
run back to dieir base. Tliere were five peo- 
ple guarding him from our fire wiiii only 32 
seconds remaining. As he hiked it back to 
his base I took careftil aim of his head — only 
to be shot from behind by someone with a 
minigun. I introduced some lead rounds 
into my assailant’s face, and seconds before 
dumbnutz could enter the safeti' of his base, 
I blew his noggin clean off That let our 
team counterattack in the confusion, and we 
won the day! — Tiny656565 
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FIRST AID/SURGICAL TENT 


RESTAURANT 


RESTROOMS 


Prepare yourseff for the most mind-blowing, 
stomach turning, heart-in-your-throat experience 
ever as you create and ride the wildest coasters 
imaginable. Build your ultimate ttieme par1< from 
a variety of worlds with over a hundred white- 
knuckle inducing rides and attractions. Then hop 
in a cart and feel the skull-crushing G-forces 
of your own coaster creations. Hire a staff, 
research new rides, and manage your budget 
to keep your theme park from going under. Let 
the battle between stomach and gravity begin. 


www.SimCoaster.com 
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DEC PDP-1 [1959] A small startup named Digital Equipment 

Corporation eonnected a CRT to a luilking computer to create the PDP- 
1 {programmed data processor). One of the first units went to MIT, where 
the students quickly exploited it for nefarious puqioses. In 1962 Steve 
Riissell\s SPACIAVAR game became the most popular program. The con- 
trols were far from today’s fancy contraptions: Players used big toggle 
switches to control ships’ movement and weapons. 


Pang [1972] Quite possibly the first “mass-market” game, Atari's 
Pong, created by Nolan Biishnell, was the harbinger of things to come. A 
simple game ihai anyone could walk up to and play without having to read 
a tome of instructions, lUishnell’s brainchild made com- 
puter games accc.ssible to so-called normal people. 

Atari 2609 By 1982, 10 years after creating 

Pong, Atari was doing nearly S2 billion in sales, thanks to its hugely successful Atari 2600 game machine 
and games like PlTPALI., BllRAKOUT, KABOOM, l-OO'l'BAl.l., and COMBAT. Many of today’s gamers trace 
their roots back to the good old 2600, with its indestructible cartridges, 
knobs, and joysticks. 

A slew of hits from Activision turned that company into a gaming 
powerhouse. But most of ail, the 2600 gave millions of kids a desperately needed 

Itcrnativc 



■ Epic Entertainment steals Id's multiplayer mayhem crown 
with UNREAL TOURNAMENT. 


■ HALF-LIFE'S chilling, immersive y 

gameplay wins numerous game S 

of the year awards; proves first* S 

person shooters can have stories, B 

too. ■ 

EA Is forced to recall TIGER WOODS 99 
PGA TOUR on the PlayStation because 
someone left an episode of South 
Park, used to test video compression, 
on the CO. 

Mike Wilson and Harry Miller found 
the Gathering of Developers. 


1999 


1 998 (continued) 


■ EVERQUEST shOWS 
the world how coot massively 
multiplayer, online rote-playing 
can be. Resistance is futile. 


78 










Apple ll/Commodore 64/Atari 400-800 

In the late ’70s and early ’80s mamifactiirers began 
releasing “micro computers.” Apple, 

Commodore, and Atari all came out with 
home computers that could run BASIC 
programs and display color graphics. 

These early 
systems 
lacked hard 
drives, so 
you had to 
load each 
program 
from a cas- 
sette tape or 
5 '- 4 ' floppy 
disk. The 
migration 
from tape to 

disk laid the foundation for the 
modern PC. 

So what did S 1 ,800 get you 
back in 1979? An Apple lU 
replete with 48KB BAM. 


Macintosh 1984, the year of tliat now- 
famous Orwellean ad that appeared during the 
Superbowl. The first Macintosh boasted 128KB 
BAM; a 400KB floppy, a built-in monitor, an 
8MHz CPU, and a thing called a “mouse.” It 
retailed at S2,500. At the time, comparable IBM 
PCs were selling for around S4,000. 


IBM PC l.aunched in 1981, the original IBM PC 
was built around Intel’s 8088 processor and came 
loaded with Microsoft DOS (Disk Operating System). 
These llnst machines started around SI, 500 and sport- 
ed 16KB BAM, a floppy disk drive, and scant storage 
space. 


PC Specs in the modem era: 


Price 

IHB 


HALF-LIFE add-on Team 
Fortress Classic Is one 
of the best sames of 
the year, and it’s free. 


■ CGIV awards AMD 
Athlon “Gaming 
Technology of the Year.” 


■ Will Wright breaks n 
with THE SIMS. 
Mainstream 
media and non- 
gamers rave. 


Another HALF-LIFE add-on, Counterstrike, 
becomes the most popular multiplayer action 
game on the Internet. 

■ Microsoft announces Xbox, buys Bungle and 
Digital Anvil. Sega starts getting worried. 
EVERQUEST reaches 300,000 registered play- 
ers. Players' spouses form support groups, 

Looking Glass Studios, creators of SYSTEM 
SHOCK, THIEF, and THIEF 2, goes under. 

AMD's Athlon boats Intel chips in perfor- 
mance, and costs less. 

Nvidia's GeForce 2 family wins PC Magaiine's 
Award for Technical Excellence. 

Nvidia buys 3dfx. 

PlayStation 2 ships, with fewer units than expected. 
Lack of compelling content and programming diffi- 
culties spark speculation that Xbox will eclipse It. 


a/JBOl 
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Polishing Our Crystal Balls 

This doesn't mean we always got it right. In my first CGl'Varticle I 
wrote: "Clearly, 1986 has been a good year for computer games. New 
innovations [keep] changing the way we look at our software. For instance, 
this was the year we introduced the third dimension to computer chess." It 
was also the year ULTIMA IV changed computer role-playing games forever — 
but chess, apparently, was what stuck in my mind at the time. 

I also called a number of major trends wrong: I thought text adventures would 
come back, for instance, and that "interactive movies" would go away. Which 


It's funny, the things you remember 15 years later. 

The first time I heard of Computer Gaming Worldvias when a marketing guy from the magazine called to say 
he'd seen my reviews in some other game magazines, and how would I like to write for the granddaddy of 
them all? Kis name was Bill Oxner. I never heard from him again. 

I did say yes, though, and after a few months of on-and-off conversations with CGWs founder, Russell Sipe, I 
found myself launched on a course I could not possibly have Imagined I'd still be pursuing in 2001. 

This was in 1986, and by then I’d already written about games for more than a dozen publications, most of 
which had since gone out of business (no connection, I hope). I'd lived through the first two boom-and-bust 
cycles in the game industry, and at the ripe age of 17 1 was something of a grizzled veteran. I ended up 
assigned to write CGWs first "Year in Review" cover story, followed by a five-part series called "Titans of the 
Computer Gaming World." "Titans" was supposed to deliver the definitive opinion about the five biggest com- 
panies in the industry at the time. As I recall, Activision was furious that our definitive opinion 
was that many of their games sucked. 

They weren't the last. That's the thing I remember most about the past 15 years: 
not the handful of games we adored, but the piles and piles of them that we 
hated, the ones so bad they weren't worth the magnet-swipe it would have 
taken to erase them. What I loved about CGli^and still love — is that no 
one has ever been afraid to shout loudly in these pages when he saw a 
naked emperor. Theodore Sturgeon famously said that "90 percent of 
everything is crap," and this is certainly true of computer games. At CGW 
we always viewed ourselves as the most fearless crap-spotters in the 
industry. 


Ardai by the Numbers 

Total yeats writing aboyl gaming; 20 

Bogan writing lor M1986 

tatierot articles writlen for mi': 174 

Nuinber oi Issues published since Ardai staled; 1 88 

Number ol publioabons for which Ardai has writlen about gaming: 18 

Number that are still being pubbshed (oihei than CSW). 2 

Estimaleil total words published on the subject of yarning: More than 250,000 

First game review: KANGAROO, for the Atari VCS 

First game review tor (ffV PRINCE OF PERSIA, for the Apple II 

Best tchotchlie received from a game publisher: Can of Vienna sausage from Accolade, 1 987 


SED 


Bicentenjijal 

Man 


Charles Ardai Hasn’t Written 
For All 200 Issues — But Pretty Close 





"What I loved about CGW — and still 
love — is that no one has ever been 
afraid to shout loudly in these pages 
when he saw a naked emperor." 


taught me an important lesson — never bet 
against the newer, better, sexier tecbnology. 

This was the big trend we called right: 
Technology kept improving at an accelerating 
pace, and every year that passed saw more 
barriers broken down and more previously 
impossible goals met. When games started 
talking, it was a big thing: In the early 
nineties, I wrote review after review of CD- 
ROM "upgrades" of earlier titles, with the 
one added feature being digitized speech. 
When games incorporated cinematic "cut- 
scenes," it was a big thing. When adventure 
games switched from showing a side view of 
small, two-dimensional characters to show- 
ing Lara Croft from every possible camera 
angle, it was a big thing. Every time gamers 
thought the industry had reached a stable 
stopping point in terms of what games looked 


like and how they worked, some innovation 
came along and changed everything, 

Tomorrow's Games Today 

It's easy to think that tomorrow's games 
will look a lot like today's, only maybe a lit- 
tle faster and slicker — but this is always 
wrong. Here's a thought experiment: Imagine 
showing one of today's games to a kid from 
the Atari VCS era. Now try to imagine what 
sort of quantum leap forward a game would 
have to represent to fill you with a compara- 
ble sense of awe and disbelief today. That 
quantum leap game you're imagining? 
Twenty years from now every 10-year-old 
will carry one like it in his or her pocket and 
think it's outdated. 

It's been a fun decade and a half. Many 
millions of words later, we're still finding new 
ways to say, "This 


11 Strangest Software Titles in 
My Years of Reviewing for CGW'. 

LANE MASTODON VS. THE BLUBBERMEN (Inloccin. 19BB) 

ZAK MCKRACKEN AND THE AUEN MINDBENDERS (Lucdslik 1388) 
CYBERCENIC RANGER: SECRr OF JHl SEVENTH PLANET (Symtus. 1331] 
FREDDY PHARKAS, FRONTIER PHARMACIST (Sierra. 1333) 

DAY OF THE TENTACLE (LucasMm. 1333) 

METAL & LACE; THE BAHLE OF THE ROBO BABES (MogaTecIl. 1334) 

THE PSYCHOTRBN (Meril Soilvrate, 1334) 

HODJ ‘N* PODJ (Virgin. 1995) 

ENDORFUN (lime Warner. 1896) 

THE DAME WAS LOADED (PIlibps. 199B) 

STAR TREK; THE GAME SHOW (Sound Source Inleraclrve. 1938) 


BOY WONDER Ctiartes Ardai, 17, cuite up mth 
gaming aiaa circa 19B5. 


game sucks" — and, 
more rarely, "This 
one's really worth 
your time." I look 
back and I can't 
believe how many of 
those words I wrote, 
starting with long- 
hand manuscripts 
(yes, really) submit- 
ted to legendary 
CGH^editor Johnny 
Wilson while I was 
still in high school. 

George Jones, 


So You Liked 
the Game, 
Right? 

From a 1992 review of a game based on 
Stephen King's novel The Oath Halt "it is 
hard to drum up much sympathy for 
characteis who are visually only one 
step up the evolutionary ladder from the 
Mario Brothers.... The game has more 
bugs in it than John Gotti’s dinner 
table....|changes to the novel] have been 
made with all the delicacy one would 
expect from teenage vandals finge^ 
painting on the Mona Usa....'niE DARK 
HALF is not only a bad game, it is easily 
one of the worst games I have played in 
the last ten years....” 


CGlYs current editor-in-chief, pointed out to 
me the last time I visited the CGW offices 
that I've been writing for this magazine for 
half my life. I don't know why this startled 
me. I do know why it made me proud. In this 
age when most games are hopelessly out of 
date in 15 months, the idea that one maga- 
zine could establish itself as the leader in its 
field and then hold onto that position for half 
a lifetime is inspiring. 

Happy Birthday, CGW. And thank you Bill 
Oxner, wherever you are. 

CImrIcs Ardai is the C'.HO of Juno, which 
provides free dial-up Intenicr service. He is 
married and lives in New York City. 
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Giedi Prime 

Gameworld #2 

in a series of 4 ads 


Actual 
In-Game 
Screenshot of 
Giedi Prime 


^ Command one of 3 unique sides 
that fits your style of play, be it 
honor, evil or deceit. 

Q Build alliances with any of 5 
powerful subgroups to gain 
access to amazing new 
technologies and units. 

T Do real-time battle on over 4 
unique worlds as you plot your 
course to the Imperial Throne. 

5 Create exciting tactical situations 
using diverse new units, such as 
the stealthy Dust Scouts and 
hulking Devastator war machine. 

2 Lead your forces through both 
large-scale planetary strategies 
and cunning ground-level tactics. 

^ Plunge Into the full 3D universe 
of Dune - one of the greatest 
science fiction sagas of ail time. 

Wage multiplayer war in head- 
to-head mode or cooperatively 
^ in campaign mode. 


Visit www.westwood.com 
for more information. 


1 bj(.j^^eplay]lrr 





BUY YOUR MOTHER A HOME. 

www.white.ea, com 


PUT HER IN ONE. 


WWW. black, ea.com 
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PC gaming in 2015 

by Loyd Case 


MARCH 14, 2009 

"Move, move, move!" you scream into the headset. The stock of the pulse rifle seems slick in your 
grasp, the weight of the Kevlar vest tugs at your shoulders. Fatigue is screaming in your legs as 
you and your squad dash across the open street. Energy bolts from a light assault gun stitch the 
tarmac to your left, and you hear a muffled scream as one of your squad members takes sever- 
al bolts in the chest. You don’t turn to look; that would take time, and time is life. 

You dive and roll into the cover of a burned-out ARC. Four of your squadmates slide in beside 
you; the fifth, Thomsen, didn't make it. You hear Jarilawski swear under his breath, so you yank 
your imaging visor over your eyes and peek out. What you see sends chills down your spine, as a 
Medusa Heavy Hovertank rounds the corner. 

Abruptly, the entire scene freezes. A ball of light forms in the sky, and a smiling woman 's face 
appears in it. "Honey, time to put the kids to bed. " 

You sigh, then mutter, "console, save position, then shut down. " 

A moment later, you pull off the helmet and blink a few moments to accustom yourself to the 
light inside your home office. 


Remember 1992? Back then, the hot new 
technology was audio for computer gaming. 
Yep. The Sound Blaster Pro was making 
waves, and the idea of CD-ROM games was 
still a novelty. The vast majority of games 
were still IB-color titles (that’s 16 total col- 
ors, not 16-bit color). 

We're now officially in the era of 1.5GHz 
CPUs, programmable graphics hardware and 
six-channel audio. And it’s important to note 
that we have driven much of that progress. 
That's right — computer gamers have been 
responsible for all this technological good- 
ness. After all, who needs 3D graphics, multi- 
gigahertz CPUs, or multichannel audio, unless 
it’s for gaming? 

So what do the next 10 to 20 years bring? 
Certainly the advances over the next few 
years will make the hardware of today pale by 
comparison. By the same token, however, 
some warning signs on the horizon indicate 
that the more-is-better approach may not 
hold up in the future. 

Strap into your DeLorean — and time travel. 
CPU WARS 

For the next several years, advances in the 


central processing unit will be business as 
usual. Clock rates will continue to increase to 
obscene rates, and new architectures will 
emerge. But the area of innovation that’s less 
obvious will be improvements in manufactur- 
ing technologies. 

One measure of semiconductor manufac- 
turing is how densely circuits can be laid on 
the silicon chip. The smaller the number, the 
more densely packed the circuitry. These 
manufacturing processes have several 
effects. First, the chip can generally run at 
a higher clock speed. Second, you can get 
more chips out of a single silicon wafer. Chips 
that would have been impossible to manufac- 
ture at 0.25 micron are easy money at 0.18 
micron. 

Current CPUs are all manufactured in 0.18 
micron technology. In the next year, we’ll see 
migration to 0.13 micron. Subsequent years 
will see a move to even 0.1 micron. But at 
that point, semiconductor manufacturing may 
hit the wall. It may be literally impossible to go 
beyond 0.1 micron. Still, at 0.1 micron, chips 
with literally hundreds of millions of transis- 
tors may be possible. 




FUTURE WATCH Other technologies are 
on the horizon, however. Optical com- 
puting is a viable alternative that has 
been gradually inching forward. Optical 
computers use beams of light instead 
of streams of electrons to move infor- 
mation. Still in its infancy, this tech- 
nology may be the solution when 
today’s semiconductor-based CPUs 
begin to run out of gas. 


VISUAL CONFIRMATION 

The buzzword in 3D graphics 
over the next several years is pro- 
grammability. The major players 
are all looking to develop graph- 
ics chips that allow developers to 
design their own 3D effects. 3dfx 
[before its demise] was even talk- 
ing about a “texture computer,” 
while DirectX 8 defines a sort of 
assembly language for 3D graphics. 
NVIDIA’S new part has both program- 
mable pixel and vertex shaders. 

One of the complaints that developers of 3D content 
have voiced over the years is that most 3D games tend to 
look the same. With programmable shaders, developers 
will be able to customize the look of their 3D art far beyond 
what is possible with fixed-function 3D cards. 

In addition to adding programmability, look for a bevy of 
new features to be built into 3D hardware. Higher order 
surfaces will allow artwork to be defined and sent to the 
graphics hardware as sets of curves. This improves mem- 
ory bandwidth and lets artists create objects much more 
naturally. 

But how will the resulting photorealistic graphics that 
everyone is predicting be displayed? 

The short-term trend will be toward wider formats. The 
classic 4:3 aspect ratio computer display will gradually give 
way to widescreen format 16:10 monitors. Dn the con- 
sumer side, digital displays will take on many of the char- 
acteristics of PC displays. Imagine a 32-inch TV capable of 
2048x1024 resolution. 

The other obvious trend will be flat - flat screens, that 
is. Digital flat panels will move beyond the 18-bit color pan- 
els of today to fully true-color displays. Prices will come 
down, and the CRT may be a thing of the past a decade 
from now. 


FUTUREWATCH But what about alternative displaye? Work has 
progressed on “true” (meaning holographic) 3D displays, but the 
efforts have been unpromising to date. Then there's direct reti- 
nal imaging. Imagine a laser shining directly on your eye, paint- 
ing the graphics image. The beam can be focused to create the 
illusion of depth and distance. Subminiature laser arrays could 
be build into lightweight headsets or even desktops. 


AUDIOPHILIA 

The sound card is dead. The add-in card, as we know it 
today, will become an anachronism in the near future. High- 
end audio gear will still exist, used by pro audio enthusiasts 


The Panel Speaks 

When will Al be 
indistinguishable 
from a human? 

Tom Hall, Ion Storm: Now. Gnry Kssiiarov lemiiiked that in his chess 
match bvith Deeper Blue, It made a "human'' move - one that was sliyhlly 
better positionally, but a loss in all other rncasiiies. But for an Al lo actually 
respond lo you intelllyenlly, like Star Trek's computer? That will be aboul 
2020 to 2030, because there are so many nuances to beiny humatr. 

Will Wright, Maxis: Depends on the yame/aclivity. For chess, that date 
might have been around 1890, For a typical real-time strategy (RTS) game, 
real soon, maybe 2G05 or so. For coiiversalion and general interactions, clos- 
er to 2050. General Al (not task-specific) has a track record similar to fusion 
power; it always seems about 10 to 20 years av^ay from practical application. 

Ed Fries, Microsoft: Hever. i could make an Al today that's better than any 
human in, for example, a racing game. But what tun v/outri that be? 
Computers will never behave exactly like humans. We are too strange. 

Tim Sweeney, Epic: This is already tolally achievable in nen-conversatioiial 
systems, Game Al is a good example of this, where the computer is inherent- 
ly much better than a human opponent, such that Hie challenge is to dumb it 
down in a realistic way. But when it comes to conversation and natural lan- 
guage comprehension, we're still a long way off. This is the problem 
researchers have always thought we were 20 years away from solving. 

Bill Roper, Blizzard: I do not know if this will ever truly happen as envi- 
sioned by Alan Turing. Tlie true mettle of any gamer is his or her ability lo 
improvise, and this is an unbelievably high watermark io set, especially when 
you take inlo consideration all nf the rules and variances involved in any 
game. Only recently have we seen a computer able to best a human oppo- 
nent in chess, and that is a game with a relatively simple rule set that is 
played on a board of fixed size. When you then extrapolate the challenges 
with moriiliable terrain, many more units with many more abilities per piece, 
you can see that creating true Al Inr a game is a staggering challenge. 

Peter Motynaux, Lionhead Studius; 2004 lo 2005. 1 would say three to 
four years for limited applications for Al In certain worlds constructed inside 
computers. It could soon be very difficult lo distinguish between humans and 
computers. But as for conventional Al having intelligence that relates to the 
real world? That could take a lot longer. 
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who want hard drive recording or digital video, but the sound card 
for consumers will be absorbed into the core logic chipset. Already, 
Intel’s ICH2 standard is capable of handling Dolby Digital AC-3 
audio streams. Future chipsets will even generate interactive Dolby 
Digital on the fly. 

FUTUREWATCH lUext-generation operating systems in/ill also natively sup- 
port A/V (audio/visual) networking through standards such as IEEE 
1394. Your PC, your television, your home theater, and your telecom gear 
will all be on a single home network, all running at high speeds. 


MARCH 14, 2015 

Yaur four buddies show up at your doorstep, each carrying a small 
briefcase or backpack. You head into the family room, where you've 
set up some tables. Each person pulls a small notebook computer 
out of a briefcase. Tonight, you're playing a starship simulation, so 
each person powers up a notebook as a different station on the 
starship. As the computers power up, they register themselves 
with yaur home’s wireless server. 

Since you’ve all played the game before, the server is aware of 
what's going on and autoconfigures itself. On the Internet, other 
similar small networks are being brought up for tonight’s fleet 
action. Your friends each roll out a small mat that connects to the 
computer; this is a combination local display and touchscreen input 
device. Each user sees a control station on the pad. One wall sud- 
denly comes to life as the main display for the simulation. Soon, a 
fleet of 14 capital ships move into formation and prepare for the 
upcoming battle. 


Today’s cable modem connections seem incredibly fast to those 
of us who remember the days when a 1200-baud Hayes modem 
was the ultimate in connectivity. 

But with corporations laying 
down gigabit Ethernet in offices, 

the 10-megabit cable modem 

connection is already starting to 
look a little anemic. 


Panel Sc 


WHAT IS THE IMPACT OF 
INFINITE BANDWIDTH? 

One impact is being seen 
already; peer-to-peer network- 
ing. Until recently, most net- 
working has been designed 
around the idea of client-server 
networking. Servers at big data 
centers become repositories of 
applications and data, and 
clients — home or office PCs — 
connect in. 

Napster turned all this on its 
head, and tools like Gnutella are 
sparking a massive under- 
ground digital revolution. Even 
newer tools, such as Groove 
Networks, will bring the peer- 
to-peer revolution more legiti- 
macy by transcending mere file 
sharing. 


When will holographic 
displays exist? 


Tdiu Hall, Ion Storm: Noiv. Some already e>:ist. They will 
improve, bul will not be in common use, as good old flat dis- 
plays are belter in all light silualions. TV's and monitors will 
gel flatter and tinier and cooler, but ttial much different? 
Paoer hasn't changed much once it found its most convenient 
form, you know. 

Will Wright. Maxis: For experimental prototypes, now. In 
every living room, maybe never. The more I think about this 
technology, the less compelling it seems. In overall terms. I 
think this will be less impressive than color was over black 
and white at a tremendously higher cost. 

Ed Fries, Mlcrosolt: Now. At least I’ve heard there’s a very 
coot one working in a castle in Germany. I can't say more 
than that... 

Tim Sweeney. Epic; I don't think holography is the next hig 
thing; if yon have a unique viewer per display, then stere- 



oscopy achieves the sam^ ilsull in a a 
And practical stereoscopic displays aren't too far off. IBM is 
already shipping 4000x2000 LCD panels with around 200 
dots per inch of resolutiun for medical displays. Thai tech- 
nology could just as easily be used in a 2500x1200 stereo- 
scopic display. 

Bill Roper. Blizzard; Since we have had rudimentary holo- 
graphic technology for some lime now, it would not be impos- 
sible to see this within the next 10 years. I cannot wait to play 
3 game of chess represented with holographic pieces that bat- 
tle. It’s a fantasy of every Star Wars fanatic in the worid. 

Peter Molyneux. Lionhead: This answer very much depends 
on whether the display relies on trickery or genuine holo- 
grams. I think it will take between five end seven years for 
these to become commercially available at a reasonable price. 
But real holograms will probably lake a great deal longer to 
become a reality. 
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The Panel Speaks 

When Will We 
Stop Using Wires? 

Tom Hall. Ion Storm: This, oddly, will take a while. Wires 
are cheaper. For us to go totally wireless, the default 
shipped-with-the-system solution has to he wireless...and 
few comparries want to give a default system that's more 
expensive. Also, wireless cor^trollers have been plagued with 
prohlems, whether it's interrupted transmission or the con- 
stant need for balleiies. 

Will Wright, Maxis; For just $99 you can have wireless 
gaming right now, like the Cybiko. Some of the more 
annoying wires (peripherals and such) will start to disap- 
pear in about three to five years as technologies such as 
Bluetooth start to really get going. However, I'll give you a 
very specific answer: We'll stop using wires in general at 
6:42 p.m. EST on Feb. 25lh in 2017. 


Think about it: The PC you use today to play MECHWARRIOR 
4 has more horsepower than the corporate data centers of 
the 1980’s. Hard drives are approaching 100 gigabytes, and 
broadband connections make data transfer between PCs fast 
and transparent. Networks of systems could coalesce, exist 
for a single purpose (like gaming], then disperse almost at 
will. 

How this power will be harnessed for gaming is anyone's 
guess. But if you want a peek at the future, titles like 
Bioware's NEVERWINTER NIGHTS may reshape how we view 
gaming forever. 

Cable modems and DSL have become the standard for 
users who are heavily into gaming over the Internet. But this 
is kid stuff compared with what's coming down the pipes... 

FUTUREWATCH Already, companies are working to bring 54 
megabit wireless to the home. This type of technology will penetrate 
businesses first, but eventually, every home will have a pervasive, 
invisible local area network that is seamlessly connected to the 
Internet. Any device with a CPU will autcmatically register itself 
with your network when it powers up. 



Ed Fries, Micfasolt: Ten years. No one likes wires. The 


only people still using wires in tO years will be hardcore 
audiophiles who are probably also using vacuum tubes. I'd 
say five years, but I have yet to buy a wireless device that 
actually works. 

Tim Sweeney, Epic: We're almost there already. It's a 
pretty sale bet that wireless technology will eclipse QSL 
and cable modems in the near {iiture. Voii don’t need to 
tear up the street in IroiU of everyone's house to install a 
wireless nelwork. 

Bill Hoper, Blizzard: I would earmark 2007 as the year we 
really start seeing Iff teclinoingy become fully iiilegraletl 
into our gaming consoles and PCs. This will be especially 
important in the realm of the all-powerful and elusive "one- 
slop box" that brings in your broailhand connection, your 
satellite and cable, and is your gaming and communications 
console ns well. Wireless technolegy not enly allows people 
to sit end play whatever they want, it will also let people 
download content wherever they are - and because it is a 


THE WORLD TN YOUR HAND 

As I write this, it's possible to buy a notebook PC with an 
S50MHz CPU. It's no stretch to postulate 1GHz processors 
that could fit in your pocket in a few years. But users of 
today's Palm or PocketPC devices wouldn’t necessarily recog- 
nize the hand-held computer of the future 

Advances in display technology, for example, will allow you 
to cram a high-resolution projector into a pocket computer. 
Coupled with voice recognition and compact, high-density 
memory, you need never be without a fully capable PC in your 
pocket. Given this scenario, portable gaming would take on a 
whole new meeting. A hand-held, ultra-high-performance gam- 
ing device wouldn’t have to play only games as we think of 
them, but could be an adjunct to other entertainment experi- 
ences. Think wireless real-time games of ASSASSIN or real-life 
TREASURE HUNT. 

Throw in wireless, high-speed networking, and the wearable 
PCs espoused by MIThrill twww.media.mit.edu/projects/ 
wearables/}, and you have a movable feast. 



wireless environment (think cellular iihone and GPS), that 
content can even be sgecific to your geographic location. 

Peter Molyneux, Lioiihead: 2002 to 2003. With 
the announcemenl ol Bluetooth from Ericsson 
and the Intel and Apple wireless networks, 
this could be possible wilhin the next 
two to three years. In fact, even now 
it is possible to almost make a wire- 
less PC. 
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When Will 
Bioports Exist? 


Tom Hail, Ion Storm: 2005. They'll be used 
only for aiding impaired people, as this is too 
intrusive tor notraal folks. A "sensary projector” 
should be invented by 2010 or so. which will project 
images into your brain's receptors at the correct 
places. 


Will Wright. Maxis: In very limited use, now. There 
are experimental devices for the blind that interface 
directly to the opHc nerve and provide extremely 
low resolution. In wider use, 2030, still mesl 
as a prosthetic aid for the blind. For enter- 
tainment, 2060. At some point the primary 
roadblock will be cultural, not technical. This 
sort o( cyber modification might initially have sim- 
ilar stigmas assooialed with it as do drug addiction, 
tattoos, and body piercing. There will probably be one 
generation that makes a wholesale jump to this technolo- 
gy and then slowly learns how to incorporate it into regu- 
lar life. I’m guessing this will either be my grandchildren 
or great-grandchildren. 


Ed Fries, Microsott: No comment. I think this is just 
a trick question to get me to ailnill that I’ve been 
assimilated. 


Tim Sweeney, Epic: Biological input seems like the ulti- 
mate solution, but it's not yet clear whether this can be 
achieved in a way that most users don't find scary - 
whether external brain waves contain the precision of 
data needed is an open question. So the big question is, 
will users be comfortable having surgical implants to 
improve their computing experience? Certainly not in the 
next 20 years, bul I think in the long term, this will seem 
as natural as v/earing a pair ol glasses or carrying a 
cell phone. 


Bill Roper. Blizzard: Although 1 believe that we will see 
specific applications of this type ol technology - such as 
ways to monitor and fine-tune prosthetic limbs or organs 
- in the field of medicine, I do not think that it will gain 
wide acceptance or use in our lifetime. Too many people 
will have moral or religious issues with the melding of 
man and machine for this to become commonplace in the 
foreseeable future, although I would not be surprised to 
see the military be the first to use this type of technology. 
Hopefully it will become accessibla and accepted by the 
mainstream population, just as artificial limbs or pace- 
makers ore today. 


Peter Moiyneux, Lionhead: 2010 to 2015. Sioports are 
technically becoming more and more possible already. 
There has been research in the U.S. that has been able to 
make blind people see, and a compuler that can “see" 
through the eyes of a cat, so I would say that It is techni- 
cally more than possible within 10 years. But I think the 
moral questions that surround this technology could lake 
another five years on (op of that to be resolved in a 
responsible way. 


THE CONSOLE FACTOR 

More than anything else, the next-generation game con- 
soles — particularly the X-Box — will really shake computer gam- 
ing up. 

No, we’re not suggesting for a moment that we all scrap our 
PCs in favor of Microsoft’s digital magnum opus. While there 
may be some overlap, some titles will always work better on a 
PC than any console. But while it is certainly a threat, the X- 
Box may actually prove to be a boon for PC gamers everywhere, 
because it will seriously raise the least common denominator. 

A single. $300 X-Box will have more graphics and CPU horse- 
power than the workstations that created the dinosaurs in the 
movie Jurassic Park. If you can believe Microsoft, the X-Box will 
be capable of pumping out one trillion operations per second. 

But the components inside the X-Box will be available on PCs 
— and may even be available before the X-Box is. Developers are 
excited about this console platform because it promises to be 
a relatively easy development platform and extremely PC-like. 
Given the performance potential, there's no reason for a game 
developer to ever develop a title that doesn't take full advantage 
of its graphical capabilities. By the same token, even PC-centric 
developers will want to develop titles that compare favorably to 
the X-Box. And then there’s always the possibility of ports... 


THE FUTURE’S SO BRIGHT... 

Predicting the future is a chancy thing at best. What’s sure 
is that the world of PC gaming will continue to evolve and to 
generate richer and more innovative experiences that exist 
across several different media and platforms. When Computer 
Gaming World hits issue 400, we’ll all look back and realize how 
quaintly primitive QUAKE III looked. Then we'll all jack in to the 
Net and engage our imaginations in games we can’t even fath- 
om today. 
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NO.l features: 


THE 

GATHERING 

ofGOODNESS 


www.godgames.com CD 


Try out the first Gathering of Goodness ( 
in this issue, and then join Club Gatherir 
at www.godgames.com to receive a new 
disk every two months! 

Each 700 mb disk will feature: 

• The latest demos 

• Exclusive gameplay videos 

• Sneak preview content of our newest a 
sometimes even unannounced games 

• Behind-the scenes video and exclusive 
shots from the Gathering of Goodness 
Calendar shoot 

• Spotlight presentations on independen 
artists from the music and film Industrie 
and other feature material. 




check out the behind-the-scenes footage from the Gathering of Goodness Calendar shoot 


Find out just 
how many tattoos 
MISS FEBRUARY has 


See why MISS JUNE 
has been on the 
cover two years 
in a row 


Learn why 
MISS JULY is our 
favorite cowgirl 
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CUKt OF THE LOST SOU!. 

'S’ 


Welcome to an imprecedentefl blend of radical Rl’Cr and serious strategy. 

It's cunning against savagery, and steel against magic. It's 80 mind-bending (guests 
in an ever-changijig 3D world. It's 300 vicious manifestations of pure evil. 

[fs the unique power to create deadly s])ells anrl awesome weapons from the spoils 
of your adventures. It’s flexible, multi-skill character development. It’s stealth, 
treachery and fierce combat set in a dark, rich storyline. It’s Hell to pay. 
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www.evil-islandH.com H 







MARCH 


W ow, two hundred issues. What that translates to in number of games reviewed is almost incalculable 
without going through and counting by hand (and the Supreme Court has already ordered us not to do 
that) but let's just say it's somewhere between a whole-mess-of and a big-pile-of games reviewed. And in 
all that time, we haven't been wrong once. 

Okay, you know what a load of DAIKATANA that Is because you yourself have probably written in to contradict us 
at some point. We gel letters pointing out factual errors, disagreeing with our viewpoint or just outright insulting our 
critical intelligence. But that's mostly from irate fanboys ravenously defending'their favorite game “only" getting a 
4.5. We usually stick up for ourselves and defend our viewpoints, no matter how unpopular. Thierry Nguyen took a 
lot of heat for giving DEUS EX 3.5 stars, but his review made a lot of good points and he really believed that’s what 
the game merited, so we stood behind him. Of course, we can be wrong at times, and we’re more than willing to 
own up to that fact. Just not actually in the magazine. 

Sometimes thin-skinned developers jump into the fray. Yeah, it sucks to have some sniveling little whelp with a 
state college English degree dis something you’ve worked very hard on for the last four years, but threatening us 
with advertising boycotts, in-game insults, or outright violence won’t make your game any better. Besides, we're all 
just frustrated, underpaid, talentless hacks anyway. 

So if you disagree with one of our reviews, and would like to send us a letter letting us know how you feel, 
here's a handy little template you can use: 

Dear (epithet of your choicejs, 

What are you guys smoking over there, (insert drug name)? How could you give (insert game name) only 
(insert number between 1 and 4.5) stars?!?! Are you crazy?!?! (insert game name) is the best game ever!!! 

(insert game name) roolzH! CGW suxH! Oh yeah, Jell Green is the best, give him a raise! 

P.S. Are you guys looking for writers? 

Everybody hates a critic, but remember: we're as entitled to our opinions as anyone else is. The exchange of 
ideas and viewpoints that any debate elicits is what's really valuable. If you disagree with us, that's okay. We 
respect your right to be wrong, too. 


MARCH 

REUIEWS 


CAME 


RATING 

MechWarrior 4: Vengeance 


★★★★★ 

Quake III Team Arena 


★★★★★ 

Hitman: Codename 47 


★★★★★ 

Alice 


★★★★★ 

Starship Troopers 


★★★★★ 

Giants 


★ A * * V 

Call To Power 2 


★★★★★ 

Battle Isle: The Andosia War 


★★★★★ 

Tiger Woods 2001 


-k'k'kirk 

Front Office Football 2001 


* -k -k if i 

Deep Space 9: The Fallen 


★★★★★ 

Tomb Raider: Chronicles 


★★★★★ 

Frogger 2 


★★★★★ 

Timeline 


★★★★★ 

Squad Leader 


★★★★★ 

King of the Hill 


★★★★★ 

Kharkov ‘42 


★★★★★ 






REVIEW SPACE SIMULATION 



SPOTLIGHT REVIEW: MECHWARRIOR 4: VENGEANCE 



GOING NOVA 


The visuals for effects such 
as Bauss Rifle blasts and 
Mech explosions will make 
your eyes bleed. 


Micrasoft smashes the competition yet again with its massive Mech brawler 

Mech Mine Marvel! 


I t seems like a one-sided fight at first: a Raven taking on an 
Atlas. The very concept conjures up images of the mighty Atlas 
swatting down the annoying, flittery Raven. No one suspected 
that the Raven had anything more than monkey meat for a brain, nor 
did anyone suspect the Raven of packing a Flamer instead of the 
stock Small Laser. The wee Raven ran literal circles around the bulky 
Atlas, spewing generous jets of flame, managing slowly but surely to 
whittle the mighty Atlas into a pile of smol- 
dering, crackling chunks of ferro fibrous 
and silicon (no bone and sinew here). 
Right there, that's the essence of Battle- 
tech. Strip away the Roman Empire-inspired 
politics or the Mongolian-style invasion plot 
line, Disregard the fact that these titanic 
tanks-with-legs were used in field skirmishes 
like any other military vehicle. What Battletech 
ultimately boils down to is a 30th-century 
rendition of gladiatorial combat, a one-on-one 
match where swords and chariots are re- 
placed with PPCs and autocannons, and 
superior tactics and knowledge of your oppo- 


reviewed by Thierry Nguyen 


CGW RATED 



nent yields victory. 

MECHWARRIOR 4: VENGEANCE (MECH4) captures most of that 
essence. There are some significant problems that will bother veter- 
ans of the series and possibly newbies, but ultimately, it does a fine 
job of bringing Battletech to its roots. 

Paper Hero 

For a series rich with history and backstory, the narrative of this 
game leaves much to be desired. There are the requisite elements of 
a Battletech story. You’re part of House Davion. Through a series of 
political maneuvers, your father, the Duke, gets olfed and control of 
the planet falls to your treacherous House Steiner kin. So you're 
going to spend the campaign hopping around the planet, inciting 
revolution, and staking your claim on what is technically your planet. 

Sadly, those elements are crippled by some of the most embar- 
rassing full-motion video (FMV) acting in a game to date, Let me 
summarize 90 percent of the FMV in this game: a series of postage- 
stamped-sized talking heads babbling about all manner of seemingly 
inconsequential gibberjabber before each mission. If my integrity as 
a critic didn't require me to sit through all this, I would've simply 
skipped it and gotten right into the game. It made me long for the 


Requirements: Pentium-ll 300, 64MB RAM, 650MB hani drive spate, 30 
3D Support: Direcl3D Multiplayer Support t-16 players via IAN, TCP/IP: one CD per player. 


Publisher: Microsoft * Developer: FASA Interactive • $45 * www.mlcrosolt.com/g3mes/niechwarrior4/ 
ESRB Rating: Teen (13-r-}; animated violence. 
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textual newsbriefs of MECHWARRIOR 2 
(lvlECH2), back in the day. In the area of 
dramatic intrigue, the ball was dropped - hard 
- for this installment. 

Bye-bye Mars 

The campaign, composed of 26 linear mis- 
sions, is fairly good. You end up hopping 
around various environments on the planet, 
with three to six missions taking place in each 
area. MECH 4 does a good job of scaling up the difficulty environ- 
ment-wise, starting you off in heat-friendly moon and ice locales 
before ramping up to places like the desert or the crowded city. 

The missions are unique and varied; not bad, since it's all essen- 
tially “run around and kill everyone who isn't you or your friend." The 
missions do a good job of making you feel like a part of something 
bigger; this is largely due to the use of vehicles other than Mechs. I 
particularly liked the mission in which you must evacuate a town 
under siege by a pair of battleships, or a desert mission in which you 
must hunt down and capture a set of supply barges traveling down a 
river. Both enemy and allied vehicles help give you the sense that 
you're a cog in a massive war machine, rather than just fighting in a 
Mechs-only vacuum. While the campaign is a bit on the easy side 
and doesn't quite approach the brilliance of, say, GHOST BEAR’S 
LEGACY for MECH 2, it's a huge step up from MECHWARRIOR 3's 
forgettable campaign. 

Symphony of Light 

Graphically, MECH 4 is beautiful, with only a few snags. The 


screens speak for themselves. As for the gameplay, longtime 
MECHWARRIOR veterans may be surprised to see that their sim has 
morphed into an action game with sim elements. But don’t trade in your 
joystick for a mouse/keyboard combination just yet (in fact, when I 
unplugged my joystick, the game went into some sort of hyperactive 
state of confusion, where my Mech blindly ran around, unable to focus 
on any one thing). The slower, more methodical battles now give way to 
faster pacing and play. 

For example, it’s often better to play in third-person camera mode, 
rather than from the cockpit (which is mostly just the HUD slapped on a 
minimal “physical’’ cockpit). There’s no tactical map. Heat management, 
even in the desert, has much less emphasis. Unless you’re firing haphaz- 
ardly, you shouldn’t heat up very much. Chain-firing - a staple in earlier 
games due to heat management - has been eliminated in this install- 
ment. The pacing and feel is a lot faster as well: Mechs sprint around 
the landscape rather than meander around. Speaking of legs, you can 
no longer blow individual ones off. Rather than one-legged Mechs hop- 
ping around like bunnies, legs are either both there, or both gone. 

Overall, Al is mixed. The enemies can be a crafty bunch, yes. They 
know which weapons to use at any given range, they use the terrain to 
their advantage, and they’ve even learned how to zip around on their 
jump jets. Your lancemates, on the other hand, are navigational nim- 
rods. While most enemies are fine going over hills, your well-meaning 
lancemates will attempt the long and stupid way to get to a navigation 
point. Don’t ever sprint ahead in a city mission, or your lancemates will 
get utterly confused in the sea of buildings. I'm both amused and 
annoyed at how a self-proclaimed sniper lancemate uses long-range 
missiles with skill, yet ignores a nice, flat valley in favor of scaling a 
near-vertical mountain. 



AIN’T NO WING COMMANDER That finv earner is the limrt of 
the horrid FMV. Also, this is the one moment in the game when the 


campaign branches 
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Crisis Point 

What will annoy veterans the most is the new MechLab. f bflwSiHlI 
Gone are crilicals. Now, weapons are hard-pointed, meaning 
that only certain weapons can be slotted into certain slots 
(with a few omni-mount exceptions), I understand this was to 
create balance and prevent people from making, say, missile 
boats in multiplayer. Hardcore Batlletech geeks will be 
annoyed at how FASA’s delicate balance has been disrupted. 

Yet this does make things easier for the newbie, and it levels 
the playing field. I remember being intimidated by the criticals 
system for MECH 2. and it took a while to get used to it. This 
new system maintains a sense of balance, is easier for new- 
bies to adapt to, and consequently lets the game reach a 
wider audience. 

Multiplayer is where the game shines. With the easier-lo- 
use MechLab, the expansion of game types, and the tighter 
/ork code, it's honest-to-god fun to go out and start 
shing Mechs online. While there is no co-op campaign, 
e’s a lot more than vanilla Deathmatch; there's Attrition - 
;h awards damage-inflicted, as well as kills - and the vari- 
team-based scenarios like King of the Hill or Capture the 
. Even 56K gamers will have a very playable experience 
• the Zone, and giant free-for-alls rival QUAKE-style games 
tensity and pacing. What starts as a brawl that resembles 
lived military footage can become a deadly, one-on-one 
ce where two Mechs test their piloting and tactical skill, 
and where, yes, a flittery little Mech like a Raven can 
take down titans such as Daishis or Mad Cat Mark lls. 

If anything, the multiplayer matches most resemble the 
Mech brawls you'd have in those Virtual World 
Entertainment Centers (the places with the pods). 


Dark Finale 

While the single-player options vary from excellent to 
mediocre, it’s the multiplayer that pushes this game into 
the “recommended" level. In retrospect of the entire 
series, it does have a different feel that may alienate 
hardcore, old school Batlletech fans. Yet, for the most 
part, the changes make for better pacing and enhance 
what really is the heart of Battleiech: tall robots smash- 
ing and shooting other tall robots. Veterans, look past 
the changes, and join the newbies in some good ol' 
massive Mech mayhem, HdtV 


■ How much did we like 
MECHWARRIOR 2, long 
considered the bar 
against which we com- 
pare other Mech games? 
Martin Cirulis’ review in 
the October 1995 CGtV 
says, "It surpasses every- 
thing else seen so far. 

And that's fact, not 
hyperbole," As I said with 
MECH 4, he says that 
Mech 2 "is pure essence 
of Batlletech." Cirulis 
cites two main flaws: 
"...while the terrain Is 
nice, it is still too 
smooth. The desire for 
trees and water may 
seem like an aesthetic 
one, but they are impor- 
tant tactical considera- 
dons in the Batlletech 
universe” and "...the fact 
the enemy Al seems to 
be a big fan of mixing it 
up at close range regard- 
less of the Mech," Cirulis 
closes the review by say- 
ing, "MECHWARRIOR 2 Is 
simply the best giant 
robot game ever made 
and arguably the most 
enjoyable ground combat 
sim of any genre. Long 
live the king." Interesting 
that while MECH 4 has 
the improved Al and land- 
scape that Cirulis wished 
for, Its simplification of 
the core Batlletech rules 
makes it close, but not 
quite the definitive giant 
robot game that 
MECHWARRIOR 2 was. 
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random events, but at the same time exhibits such obvious weakness- 
es, you could drive a Winnebago through the holes in the logic. 
Guards carrying Uzis will let you sidle up directly behind them and 
won't do anything as you stand there. Once you pull your strangling 
wire out of your coat they’ll scream bloody murder (how can they see 
that if you're behind them?), but apparently all of their compadres are 
deaf lip-readers because their screams will go unnoticed unless you 
do it right in front of them. Your unmuffled pistol won't be heard by 
guards on one side of a door, but if another guard in the room with 
you fires off an MP5 burst, everyone will come a-running. Of course, 
you wouldn't even be in that room if everyone didn't take it on good 
faith that despite the fact that they're all members of a Hong Kong 
triad, and you’re 6 feet tall, bald, with a UPC code on the back of 
your head, you’re wearing a certain uniform so you must be one of 
them. The Al needs some definite tweaking. 

It's too bad HITMAN has the problems it does because otherwise 
it’s a highly original, very stylish, and quite visually satisfying piece of 
computer entertainment. If HITMAN 2 adds an in-mission save and 
polishes the Al, I'd play it. But until then, HITMAN; CODENAME 47 
sleeps with the fishes. 


Thinking-shooter loses its train of 
thought 

Whack-Job 


Somebodv Save Me 

But the game's central flaw - what ultimately reduces the whole 
experience to a frustratingly painful waste of time - Is an oversight 
that nobody designing an action game should make. There is no in- 
mission save. No quick saves, no savepoints, nothin’. And considering 
that almost every mission involves multiple objectives that sometimes 
take a few tries to get right, the absence of a save feature makes 
playing and replaying entire missions just because of one little mis- 
take exhausting. 

Now if Hitman was an easier game, or if it 
held our hands a little more when it came to 
mission objectives, the no-save issue might be 
moot. But the game designers have set out to 
create as realistic a world as possible, with 
intelligent (if a little trigger-happy) guards and 
police plus bystanders who react to suspi- 
cious behavior. 


presentation. 


no in-mission 
save; incompre 
hensible (at 
times) Al. 


You Just Can’t Get Good Help These Days 

Unfortunately, the Al seems to be a little less 
than intelligent at times. It reacts to seemingly 


W hat's the deal with our cultural obsessian with thugs, 
assassins, and gangsters? Yes, I love Scorcese movies 
as much as the next guy, and I must admit to listening to 
my share of gangsta rap as a whelp, but the over-romanticization 
of people who kill for a living is somewhat disturbing. It makes for 
high drama in movies, but the genre has heretofore remained 
mostly untapped in games. Now that the new “thinking-shooter" 
subgenre has carved a niche with games like Thiel and Metal 
Gear Solid, a way to realistically simulate the precision and stealth 
a real-world assassin 
would use to get his 
job done has been 
established. 

The designers at 10 
Interactive have taken a 
lot of inspiration from 
movies, and it shows in 
the level design as well 
as some of the gameplay 
of HITMAN: CODENAME 47. For instance, there's a mission early on 
where you have to kill a high-level police official in a restaurant. The 
only way to do this and get out alive is by hiding a pistol in the toilet, 
excusing yourself during dinner, and then coming out of the loo 
shooting, a la Michael Corleone in The Godfather. It’s a well- 
designed moment of recognition that game designers should take 
note of if they're trying to create moments in games that are as mem- 
orable as the ones from movies. The game overall looks quite stylish, 
with an interesting graphics engine and skeletal animation system 
that does right by its cinematic influences, 


HITMAN: 
CODENAME 47 
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GIANTS makes a Strang bid for game of the year 

The Beast Within 



T wo-thirds of the way 
through GtANTS; 
CITIZEN KABUTO Nes 
one of those profound, 
immensely enjoyable tran- 
scendent gaming moments 
we constantly seek. 

One of the perks of 
Interplay's latest action 
game is that you get to 
inhabitant three different 
characters: a souped-up 
infantry unit, a lovely Sea 
Reaper, and the Kong-like 
Kabuto. Right at the begin- 
ning of the third act - 
you've just become Kabuto 
- you encounter one of 


YO HO HO. ..BLUE GIANT GIANTS’ engine, while taxing, makes 
for some amazing textures, and some astenishing gaming moments. 
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GIANTS 

CITIZEN KABUTO 


reviewed by George Jone 


the game's deadliest non- 
boss monsters, the Evil 
Reapers. 

During the game's first two acts these monsters prove quite lethal. 
They hit you with spells from afar, set you on fire, and generally 
harass you to death. Two of them together are murder. So when you 
run into the Evil Reaper, your heart sinks a bit. After all, you're but a 
wee Kabuto at this point. 

Then, in what can only be described as a Raiders Of The Lost Ark 
moment, you simply reach out your giant paw, grab the Evil Reaper, 
throw her in the air, ..and into your mouth, where you eat her alive. 

Not too many gamers will be able to resist throwing their fists into the 
air afterward. 

What's truly great about this scenario is 
that it’s not enacted in a cut-scene. Your own 
actions conjure up your own laughs. In many 
ways, it's representative of the game itself: 
brilliant, quirky, irreverent, and highly entertain- 
ing. And in its own way, GIANTS is representa- 
tive of the very reasons we play PC games in 
the first place. 


BEAST HUNTER Early in the game, you have to tight off this horren- 
dous beast, then set up a base, build a special weapon, and take out an 
enemy installation. 









Fantastic Voyage 

Much like NO ONE LIVES FOREVER or 
METAL GEAR SOLID, GIANTS is an action- 


oriented experience that masters two of gaming's most essential 
elements: variance and pacing, 

Given the nature of the game, you might think the former to be 
easy. After all, you do control three different characters, each with 
their own special moves and attacks, over the course of the game. 

As Baz the MECC - basically a futuristic foot soldier - you rely 
on range weapons, a rocket pack, and your squadmates to complete 


Minor technical 

Requirements: 350 MHz Penliui; II. SMB DSD-compatible 3D cani, E4MB HAM. 9D0MB hani ditve spaca. 

problems and 

‘ RecaiDmended Requirements: PeiilliiniilL'1^BRAM.'16MB DSD 3D card. 1.368 hard drive cpaBL 1 

heavy system 

3D Support: Dlieol 3D Multiplayer Support; UN (via IPX), lalerret. 

requirements. 

Publisher: Interplay * Developer: Giant Moon • $50 • www.interplay.con) 


ESRB Rating: Mature; animated violence and blood. 
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your missions. As Delphi the Sea Reaper, you rely on a Bow and an array of spells. As 
Kabuto, you rely on your size, strength, your own little Kabuto-hatchlings, and your 
appetite. 

But what's really interesting is that, aside from this obvious form of varying play, the 
game does an admirable job of challenging you in many different ways. At times. 

Giants resembles a straight-ahead shooter with a variety of mission-types. Other 
times, it's a real-time strategy game a la BATTLEZONE. Then you get your hands on the 
ultimate giant - Kabuto - and the game soars into the stratosphere. 

Better still, GIANTS is properly 
paced. You fight, build, gather 
resources, search, rescue, escape - 
the list goes on and on. At one point, 
you even race on a jet ski. Every 
mission, it seems, is different from the 
previous one, both in terms of game- 
play and goals. In fact, only toward the 
end of the last Sea Reaper real-time 
strategy missions does the game start 
to show any signs of getting repetitive. 

This is mostly because all these 
sequences require the same funda- 
mentals: Set up a base, defend it, get 
the special weapon the base creates, 

and then blow something up. But right when this game mechanic starts wearing thin, 
the Sea Reaper missions come to a close and you take control of the most decidedly 
non real-time strategy character, Kabuto. 

Suprisingly, GIANTS does an incredible job of making all the different game ele- 
ments enjoyable. The sidekick Al in the first stages of the game is a nice lesson in 
game design; your fellow MECCs never get lost, even if that means cheating to stay 
with you. And while they will eventually perish, they can take a lot more damage than you 
can. It's not realistic, but it properly balances the game and eliminates the need to microman- 
age your units. 

Of bigger design concern is the game’s lack of a save feature, which will certainly frustrate 
gamers, both philosophically and tactically. To be fair, with the exception of the real-time strate- 
gy segments, this omission is not a huge deal - the missions are cut into compact chunks and, 
contrary to most action games, are not impossible the first time around. 

Interestingly, a few moments in the game illustrated the positive aspect of not having in-game 
save. For example, in fighting the final end-boss, I took a whole bunch of damage early; rather 
than load my save game, I had to keep playing and ended up winning the entire game, knowing 
that a single hit would kill me. 

Unfortunately, the lack of save will create some issues if finding concentrated blocks of time 
is problematic. The strategy missions can take a while, but oddly, while GIANTS does retain 
your game slate (existing buildings, mostly) when you die, if you quit out of the game, you lose 
any such progress and have to start from scratch. 


Make Me Laugh 

At ail times GIANTS is hilariously funny. The Planet Moon guys' slightly warped MDK roots 
become obvious as you play, given the game's sense of humor and oddball elements. The 
Iripped-out, beautifully rendered game environments do a great job at creating a sense of the 
surreal. Supplementing this tone, the laugh-out-loud cut-scenes provide some of the funniest 
gaming moments ever. 

Giants is the kind of game that makes you initially wonder, "What drugs were the game 
designers imbibing when they thought of this?" (The follow-up question is usually, "And where 
can I get some?'') Whatever the case, here's hoping they don't stop. PC gaming, long locked 
into a highly reiterative mode, desperately needs new and different experiences like this. 

Unfortunately, one consistent aspect of PC gaming - technology hurdles - appears to have 
crept into GIANTS. Significant installation and video problems pop up with older hardware 
configurations (GeForce 2 users should be fine), characters constantly disappear into the 
landscape, and the game has some pretty high system constraints. Even on a 600 MHz 
Pentium III with a GeForce 2, we saw frame-rates plummet at higher resolutions when several 
monsters were onscreen at the same time. 

But, like any great PC game, the technological problems are worth the hassle. GIANTS 
breaks through the typically rigid constrictions of the action genre with a rare combination of 
gaming elements, bizarre settings, and consistent humor. Additionally, it supports a full range of 
multiplayer options, including the aforementfoned real-time strategy game. Expect this one to 
surface in the coming onslaught of Game of the Year awards. /<d',7 


Planet Moon's con- 
troversial decision to 
remove the frontal nudity of ■ I’.; 
Delphi, the second main j 
character, can be reversed ‘ V , 
with one easy swoop. All you 
have to do is find the V, 

ARPFIX.GZP file in the "Bin" folder 
in your Giants directory and delete, 
rename, or move it. This should 
restore the Sea Reaper to her origi- \ 
nal. topless form. Note that this 
works only with the US version of 
the game, as international versions 
were released uncensored. 


GAMING IRREGULARITY 

GIANTS boasts cut-scenes that are sar- 
castic, ironic, and absolutely hilarious. 


MONSTERS ZERO 

No matter what the 
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A sinister return to Wonderland in AMERICAN MCGEE'S ALICE 



I f there's a book better suited to being turned into a computer 
game than Alice in Wonderland, I don't know what it is - unless 
maybe it's Through the Looking-Glass, Lewis Carroll's even 
stranger and more explicitly game-related sequel. A century before 
Mario the plumber used magic mushrooms to make himself grow and 
shrink, Alice was going through transformations that would make a 
videogame character envious. 

So it is no surprise that someone has finally turned today’s power- 
ful game design tools loose on simulating Wonderland and its inhabi- 
tants. Nor is it a surprise that this Y2K version of Wonderland is a 
dark, twisted universe seemingly inspired as much by Salvador Dali 
and Terry Gilliam as by Lewis Carroll. In a more innocent time, Walt 
Disney saw the cartoonish silliness in the story; American McGee 
sees the hallucina- 
tory nightmare quali- 
ties that make it a 
spiritual cousin to 
movies like The 
Matrix. 

What is a sur- 


CGW RATED 


Dark, surrealistic 


graphics and 


muentiue level 


design keep the 


action interesting 


Linear gameplay 


and short 


pretentious 


dialogue. 


prise, perhaps, is that the game is as good as it is. Hallucinatory 
nightmare qualities are easy to overdo - one false step and what was 
supposed to be bizarre and frightening comes off as silly. Then, too, 
the high-concept idea of an adolescent Alice returning to 
Wonderland to kick ass might sound like a joke - how about sending 
Dorothy back to Oz with a flamethrower while you’re at it? 

But somehow designer American McGee (whose can-it-be-real 
name makes him sound like a Wonderland inhabitant himself) has 
pulled it off. His ALICE is full of over-the-top images and situations, 
but he deftly manages to avoid taking the story places that are disre- 
spectful to the source material or that leave the player rolling his or 
her eyes. 

McGee's Been at the Caterpillar’s 
Hookah Again 

McGee's Wonderland is a place of 
tunnels and crevices, of burbling 
muck, throbbing tentacles, and cracks 
in the ground that pitch you headlong 
into the bottomless unknown. The sky 
is filled with careening constellations. 
The ground appears and disappears 
beneath your feet. In some scenes, it’s 
hard to tell which way is up. And that’s 
all before you come to the House of 
Mirrors level. 

Set against this disorienting, acid- 
trip backdrop is a quest for sanity, 
According to the game's storyline, 
Alice has been in a coma ever since 
losing her parents in a fire - the 
game’s events take place in her dam- 
aged mind while she lies in a Victorian 


Raquirements; Pentium-ll 400. S4MB RAM. 580MB hani drive sq 
3D Suppofl: OpenOL Multiplayer Support: Knee 


Publisher: Electmnic Arts • Developer: Rogue Entertainment • $4D * www.alice.ea.cotn 


ESRB Rating: Mature: animated violence, blood, and gore. 
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asylum, The Wonderland she returns to is different from the one she 
remembers: The Cheshire Cat is scabby and lean, the White Rabbit 
darts around like an addict in search of a fix, and all the characters 
live in terror of a Red Queen who looks more like the queen who tor- 
mented Sigourney Weaver in Aliens, complete with a tiny second 
head inside her gaping mouth. On the way to her final showdown 
with the queen, Alice has to battle a gigantic, mechanical Mad Hatter 
(who, in one of the game's more heart-stopping moments, squashes 
the White Rabbit underfoot), try to save the White Queen from 
decapitation in a black-and-white chessboard land (she fails), and 
tear an eye out of the Jabberwock's head. Scenes like this give you 
an idea of why the game is rated M for Mature - while the violence 
isn't realistic, it's twice as frightening. 

It's also twice as interesting. 

Instead of conventional 
weapons, Alice wields deadly 
toys; Her knife is a vorpal 
blade, of oourse, and the rest 
of her arsenal includes a pack 
of razor-edged playing cards, a 
grenade-like jack-in-the-box that 
breathes fire, a blunderbuss 
that fires cannonballs, a set of 
jacks that chase down enemies 
like homing missiles, and a 
pocket watch that freezes 
time. (The game is never 
more Matrix-Wke than in those 
frozen-time moments when 
you can walk through and 
around an explosion suspend- 
ed in mid-blast.) 

Some of the game's levels 
offer a conventional kill-ail-ene- 
mies-till-you-find-the-exit struc- 
ture, but the best veer off in 

entirely different directions. Shrunken to insect size, you have to run 
through an obstacle course one step ahead of being crushed flat by 
a pebble that's rolling behind you like the boulder that chased Indiana 
Jones, Stuck in a land of ice, you have to clamber down a series of 
narrow, frictionless ledges without sliding off to your doom. In a room 
full of giant, spinning gears, you have to leap from one to the next 
without getting dizzy or losing track of where you're going. In the 
chess land, you have to use knight and bishop moves to get to the 
other side without being impaled on a spike, 

Alice’s Shortcomings 

At its best, the game is viciously inventive. While it sometimes feels 
like you're playing an updated version of the old laser disc arcade 
game DRAGON'S LAIR, with its giant chess pieces and balls and 
such, this is not a bad thing. The game is less effective when it hews 
more to the conventions of modern action games: the section-ending 



DEADTIME STORY Your childhood heroea - all gothed up and splat- 
tered with blood. Sweet dreams, kiddies. 


(left) HUMPTY JUMP*TY 

As spell-binding and unique as its 
visual style is, AUC£'s gatneplay 
is remarkably traditional - check 
out this role jumping puzzle and 
combat combo. 

(right) WILD BOYS 

How sick and twisted is ALICE? 
Take a look at the exposed brains 
and Hannibal Lecler masks of 
these capering insane children 
and make up your own mind. 


battles against giant boss monsters, the puzzles that require you to 
pull levers in a certain sequence, and the repeated jumping puzzles. (I 
must have had to restore 50 times before I could finish the library 
level, just because I kept missing the last jump.) 

Then, too, while the game's controls are good, the instructions you 
get about them are incorrect, making the learning curve needlessly 
steep. Heed the instructions and you’ll think the Enter key opens 
doors - but it doesn't do anything to the half-dozen doors in the first 
scene, and it's only later that you discover that any doors you can 
open will open automatically when you walk into them. Similarly, 
you're told that a tiny pair of footprints will show you where you'll land 
each time you jump - but this terrific innovation 
functions only sporadically, leaving you to make 
many of the game's 
tougher jumps blind. 

Most of the 
game’s 36 levels 
are relatively short 
and extremely linear. 

There is usually a 
single path to fol- 
low, and before you 
know it, the level is 
over. As a result, 
the game feels 
more abrupt and 
less fleshed out 
than it really is. 

And the game's 
dialogue is as bad 
as its graphics are 
stunning. Heaven 
save us from game 
designers who think 
they’re writers! The 
Cheshire Cat 


H: 


speaks in riddles, but they aren't good ones, just 
ominous claptrap, Various other characters talk 
seriously about freedom, slavery, and so on, and 
you just can't wait for it to end, If you want a 
penetrating treatment of a young girl's break- 
down, read / Never Promised You a Rose 
Garden - don't look for it in a computer game. 

But if what you want is a game that looks 
and feels like nothing else out there, one that 
will leave your head spinning and your appetite 
for clever challenges sated, you couldn't do 
better than ALICE. In a world of look-alike 3D 
games, McGee has done what it takes to 
stand out, It's more than enough to make you 
forgive him the occasional misstep or bit of 
artistic pretension. 


ow do you make a 
computer game 
out of a story so 
famous that your audi- 
ence knows it backward 
and forward? Almost a 
decade ago, Charles Ardai 
weighed in on this issue 
in his April 1991 review of 
Interplay's THE LORD of 
THE RINGS, VOL. I: 
“Attempts to adapt literary 
properties, sans authorial 
input, have fared [poorly]. 
Some designers hew so 
close to the original that 
they may just as well have 
typed the original text into 
an ASCII file and left it at 
that. Others are so bold 
that they attempt to inject 
their own ideas into the 
author's work - a hubris- 
tic misstep, since such 
accretions invariably 
announce themselves to 
be just that, by blending 
into the author’s universe 
as inconspicuously as a 
stripper at a wake. 
Readers of the author’s 
work escape such games 
either bored, offended, or 
in some memorable 
instances, both." 
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id responds to the rabble. , .almost 

Let Them Eat Quake 




Are You Happy Now? 

So what do you get with QUAKE III TEAM ARENA? More than a 
dozen new maps, four game styles, a few new weapons, a couple of 
new power-ups, and a smattering of new skins. And a niggling sense 
that id resents you for wanting any of this. It's as if id responded to 
criticism that QUAKE III ARENA lacked the variety and depth of 
UNREAL TOURNAMENT the way a petulant high-schooler responds to 
being forced to attend a cousin's wedding -“Fine, I'll go, but I won't 
enjoy it and I'll make sure you know it every step of the way.” 

So TEAM ARENA ostensibly gives gamers what they have been 
clamoring for for over a year now, but begrudgingly. There are new 
player models, but they're severely limited, amounting to little more 
than a dozen new heads that can be bolted onto either a red or blue 
torso. It’s a terrific letdown when you compare them with the great 
models QUAKE III ARENA had. 

You get a fair amount of new 
maps, but they're all rigidly sym- 
metrical and some are so remi- 
niscent of maps from the source 
game that there were times I 
honestly thought I'd accidentally 
failed to launch the add-on. 

There are some new outdoor, 
UT-style maps that are absolutely 
huge, but ultimately that size 
works against them - who wants to spend five minutes running to an 
enemy base only to be sniped by a railgun footsteps from the door- 
way? With large, organized groups these terrain maps shed much of 
their built-in frustration, but not all. 

The game's arsenal has been fiddled with but still comes up short 
compared with UT's weapon set. TEAM ARENA marks the very wel- 
come return of the bullet-gobbling chaingun, the moderately useful 
appearance of the proximity mine launcher, and a superfluous 
redesign of the nail 
gun. More than ever. 


QUAKE III 
TEAM ARENA 

I reviewed by Robert Cof{By~| 


CGW RATED 


Publisher: Activision • Developer: id Software • $30 < www.activlsion.com 
ESRB Rating: Mature; animated blood, gore, and violence. 


game UNREAL Requirements: Pentium-ll 300. B4MB RAM. 5D0MB hard tfrfvs space, original QUAKE III; Arena. 3D acceleielor reguired 

TOURNAMENT is. ' RwflifitnindaCRSliumnieQtB: Pendmn III, 128 

3D Support: OpenGl Multiplayer Support: LAN. Inlemsl (2-32 players); one CO per player. 


SUICIDE SQUEEZE The crystal skulls dancing around an enemy means 
the Kamikaze power-up has been collected. Once it's triggered, everything 
nearby is blown up. The swirling blue banner indicates that the Guard power- 
up lor added armor and health has also been grabbed. 


Brings team piai; 
to the most popu 
lar shooter 
around. 


It’s still half the 


the action becomes a game of Rocket Arena as the imbalance of the 
weapons forces players to make beelines for the rocket launcher at 
the expense of the lesser guns - UT beat this by offering potent alter- 
nate fire capabilities for all of its weapons. And for some reason, the 
range of the rail gun has been shortened, rendering this difficult but 
elegant weapon useless on the sprawling terrain maps. 


Jackass Olympics 

TEAM ARENA gives play- 
ers the option to play four 
different games: Capture 
the Flag; a one-flag variation 
of CTF; Overload, wherein 
teams must destroy a hit- 
point-regenerating skull 
deep in the enemy base; 
and Harvester, where you 
scoop up the skulls of 
fragged enemies from a 
central point and run them 


I t's the latest, hottest mod for QUAKE II. It's ARENA, and it'll cost 
you 30 bucks. Granted, that may sound a little harsh, but the 
inescapable fact is this: TEAM ARENA doesn't offer you anything 
more than countless user-created mods have for previous QUAKE 
games - for free. 
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IT’S ALL MINE 

Throwing a ring of prox- 
imity mines around the 
flag in One Flag CTF... 

...lets you safely flee 
while (ragging anyone 
foolish enough to be late 
to the party. 


back for points. Every game is playable on every map, and while the 
action is rarely less than furious, you're haunted by a sense that the 
game could be better had the map been tailored specifically for the 
contest, How much better would a One Flag CTF match be if just 
reaching the flag were more of a struggle than merely racing to the 
center of the map? Wouldn't straight CTF be more gripping if you 
had true defensive structures and positions? 

Then again, the wide-open construction of many of the maps may 
be a concession to TEAM ARENA’S bots. Obviously, in an online- 
focused game like this you aren't compelled to use bots, but if you 
want to practice, or fill out a sparse team, you'll find yourself plugging 
them in and almost immediately lamenting their presence, Playing 
with you, they’re almost worthless and matches quickly become a 
“You Against the World" affair as you capture every flag, thwart most 
meaningful assaults, and round up all the skulls. Playing against you, 
they still cheat, don’t coordinate too well, and aren’t very good on 
defense: I single-handedly destroyed an enemy’s crystal skull in 
Overload and was halfway through killing the next before the oppos- 
ing team bothered to try and stop me. You can issue basic orders to 
your bots, which is a nice solution 
for keeping them the hell out of 
your way. 


Start the flevolution Without ll/le 

A half-hearted nod to TEAM 
FORTRESS-style role-based games 
comes in the form of some new 
power-ups. The Scout power-up 
makes you really fast, while Guard 
maxes your health and armor and 


slowly regenerates health. My recommendation? Forget the speedy 
Scout pickup and use Guard for flag-grabbing instead, since a player 
of any decent skill can parlay the hit point regeneration into virtual 
invulnerability. The handful of other new power-ups are nice, but fairly 
inconsequential. 

Quake hi team arena is not a bad game. Its lightning-fast, brutal 
action is undeniably fun, but much of that fun is a testament to the 
rewards and dramatic tension inherent in a team game like CTF. 
There's no escaping the feeling that id was willing to go just so far to 
quell the critics, stubbornly clinging to certain conventions because 
that's the way it's always done things - how else to explain the 
refusal to implement a user-friendly map cycling menu? Stopping well 
short of the sort of groundbreaking stuff gamers have come to expect 
from id, QUAKE III TEAM ARENA has the feel of a job half-done 
because, well, that should be good enough. 

Has action gaming's most important development company decid- 
ed to stop revolutionizing gaming? God, I hope not. K'i'-'l 


A History of the 
Blood-Spattered World 

■■■ The only real sense of consistency within the 
entirety of the QUAKE franchise has been the 
progress of technology over narrative. While people 
were floating in and out of id, one could always 
count on the company to make a fast, efficient 
engine that would make your eyes bleed and be 
playable lag-wise online. Still, it was a bit of a 
jarring switch to go from Romero's dark, medieval, 
Cthiilhii-drenched look in QUAKE, to the more tradi- 
tional, streamlined, nitty-gritty space-marine future 
of QUAKE il. Even the respective expansion packs 
kept to the theme of the previous game; QUAKE; 
DISSOLUTION OF EnRNITY had you kill a Dragon, while 
QUAKE II; GROUND ZERO focused on your zapping a 
Gravity Well. The already-barebones narrative was 
stripped even further in QUAKE 111 ARENA'S tourna- 
ment storyline, but for this latest title, narrative has 
been eradicated altogether in favor of sports-like 
scoring and match play. Wliile ttie QUAKE series has 
always pushed technology over a fading sense of 
narrative, it'll be interesting to see what id does for 
the DOOM game. -Thierry Nguyen 
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Activision releases a sequel worthy of the original 

Fool Me Hiifice 


T he first CALL TO POWER was a pale doppelganger of CIVILIZATION. 

This bald rip-off of Sid Meier's design was also broken and 
dumb. But it sold a lot of copies, Go figure. To paraphrase H.L, 
Mencken, no one went broke underestimating the intelligence of the 
average gamer. This might explain why many of us believed Activision 
when the company explained that the sequel would fix the first 
game’s Al, unit balance, interface, and so on. It didn't. CALL TO 
POWER 2 is almost as broken, dumb, and pate as its predecessor. 

Recall to Power 

There are many things that are good about CALL TO POWER 2, 
but almost ail of them were in place a year ago in the first CALL TO 
POWER. A centralized federal system for empire management, pro- 
duction, farming, commerce, and 
terrain improvements. An imagina- 
tive blend of conventional combat 
units (musketeers, cavalry, tanks) 
and whimsical units with special 
mechanics (slavers, televangelists, 
lawyers). A manageable system of 
trade, crucial to a good economy. 
These are all important and com- 
mendable elements of the basic 

CALL TO POWER design. 

Then there are some good things about CALL TO POWER 2 that 
are drawn directly from other games. The concept of national borders 
is from ALPHA CENTAURI. The flexible diplomacy menu is from 



ROBOTS AND CAVALRY As history marches on, army compositions 
can get a little surreal. 


to CALL TO POWER 2. There are hidden “feats of wonder" that will 
give you a temporary bonus. But after an initial message, there's no 
indication of what the bonus is or how long it's going to last. Keep 
paper and pencil handy. Cities grow using an intriguing model by 
which they expand their circle of influence as their population increas- 
es. This gives empire building an organic feel at the cost of gameplay 
and elegance. Because influence grows over time, it's not clear how 
close you should build your cities together or how they'll benefit from 
certain squares and terrain improvements. CALL TO POWER 2 seems 
to have a lot of fuzzy math hidden under the hood. 


CALL TO 
POWER II 


IHWIIIiLimi 


MASTER OF ORION. 
The way you fight with 
stacks composed of 
distinct units with spe- 
cial abilities is from 
SSG's turn-based 
WARLORDS series. 
And, of course, almost 
all the basic mechan- 
ics of gameplay are 
from Sid Meier's 
CIVILIZATION. 

Finally, there are a 
few elements unique 



...that are either 
poorly eKBCuted 
or have been done 
better elsewhere. 


REWIRED AND READY TO PLAY Unfortunately, you will personally need this advance to deal with CALL TO POWER. 



Requirements: Penlium 1EG, B4MB HAM, 320M0 hard drive space. Racommended Raquirementi: Pentium-ll 268. 
3D Support: none Multiplayer Support; Intarrel. IAN (2-4 players); CD required In drive. 


Publisher: Activision • Developer: AcUvisiun • $50 • www.aclivisioti.cDm 
ESRB Rating: Everynne; mild animated violence. 
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URBAN PLANNING 

Tile improvements 
change the terrain 
around your cities. Aiso, 
note the nationai border 
CTP2 cribbed from ALPHA 
GENTAURI. 


FLY ME TO THE 
MOON? There’s 
no moon in CALL TO 
POWER 2, but this 
wili get you ciear 
across the map. 




Do You Know the Way to Tomchickville? 

Activision seems incapabie of lying ail this together info a cohe- 
sive package, it fumbles some very basic interface issues, things you 
will notice in your first 1 0 minutes of play, and you'll think, “Why on 
earth did they do it that way?" By way of example, there’s a tiny 
message box that lists events from the last turn. And every turn 
beforehand. With no indication of when an event occurred. Unless 
you regularly call up the message box to cull old messages, "The 
Greeks have declared war on you!” could have happened this turn 
or 300 years ago. 

There isn't enough room in this box to display the entire message, 
so you're told things like “Tomchickville has just built a Granary. Next 
in the building queue...”. Is what? What’s next in the building queue? 
So you click on the truncated message and a little window pops up, 
locking you out of the rest of the game to tell you Tomchickville has a 
shrine next in the building queue. 

There’s a little eyeball symbol in the lower corner of the window. 
Click on it and the map centers on Tomchickville. But the window still 
stays open and you're locked out of the game until you click the “X” 
in the upper corner of the window. Why does Activision think you 
would want to go to Tomchickville and leave this demanding little win- 
dow open so you can’t do anything else? Why doesn’t it close auto- 
matically? Why on earth did they do it that way? 

In many instances, this interface is even more convoluted than 
before. Rather than giving you one clunky way to do something, you 
are now given your choice of a half dozen clunky ways to do some- 
thing. important information is missing, wrong, tucked three screens 
too deep, or squeezed into boxes two sizes too small. The manual is 
broad and general. Because it’s short on gameplay mechanics, it rein- 


forces the feeling that CALL TO POWER 2 wants you to just play the 
game and let it worry about what’s going on. 


Imbalance of Power 

The balance of units is still out of whack. Activision addressed the 
problem of rampant unchecked unconventional units - guys like 
cyber ninjas and corporate branches - by making them easier to kill. 
But now that they’re expensive and vulnerable, they’re almost com- 
pletely peripheral. The Al does a poor job of defending itself, not to 
mention mounting any sort of effective attack. This is particularly 
noticeable in the late game when you can combine powerful units 
into unstoppable ufaer-stacks. 

The graphics engine looks almost completely identical to the first 
Call to power, it's still slow and brimming with pointless 
animations. Do we really need to waste processing power 
on the animation of a slaver's fat belly jiggling as he falls to 
the ground dead? Remember the BATTLE CHESS games, 
when your knight would come alive and gallop across the 
board? It was cute the first two or three times, then it was 
just a waste of your time. CALL TO POWER 2 practically 
chokes itself on stuff like this; you’re much better served by 
shutting off the animations so you can scroll the map 
quickly or easily access a city’s building queue. 

The lesson of CALL TO POWER is that when you sell a 
quarter of a million units, there's no real pressure to do any- 
thing differently. Hence CALL TO POWER 2. On the whole, 
I'd rather be on ALPHA CENTAURI or back in CIVILIZATION 
as I knew it. E3I7 
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REVIEW 


STRATEGY 


Turn-based battles real-time, and no one wins 


Embattled Isles 


P laying Battle isle: the Andosia War makes me feel like I have 
a little cartoon devil and angel perched on my shoulders, whis- 
pering into both ears, "it's real-time,” says one. ~No, it's turn- 
based,’’ says the other, “Real-time!" “Turn-based!" “Real-time!" "Turn- 
based!" Stop it, you two! While the short answer is that they’re both 
correct, BATTLE ISLE is really a turn-based game with some real-time 
elements squirted into it like a kind of secret sauce. In this instance, I 
could do without the secret sauce, 

BAHLE ISLE: THE ANDOSIA WAR is the fourth game in the sci-fi 
BATTLE ISLE series from Blue Byte. (INCUBATION was also set in this 
game universe.) You can play through the game’s missions as either 
the cult-based Children of Haris or the establishment military forces 
led by General Brak. These sides - which feature the usual assort- 
ment of sci-fi tanks, hovercraft, and 
soldiers - are more alike than differ- 
ent, and this cuts into the enjoyment 
when you decide to replay the game 
as the other side. 

The gameplay is modeled after a 
real-time strategy game. You build 
structures, mine resources, conduct 
research, and pump out units. All of 
that happens continuously in real- 
time. The actual combat portion of the game is turn-based. Now 
we're talking movement points and a limited number of salvos per 
side. It's a rather bizarre marriage, melding these turn-based and real- 
time elements, sort of like Lisa Marie and Michael Jackson getting 
together. You have to think that Blue Byte did this for marketing rea- 
sons rather than to foster better gameplay. 



continue to issue build and research orders. However, since you can 
queue up these orders, a resourceful player may not have a lot to do 
during the Al's turn. Time to check email, get some coffee, and 
maybe wonder why you aren’t playing another game. The knock 
against turn-based games has always been that they're weak in multi- 
player, because players spend too much time waiting. For some rea- 
son, Blue Byte decided to make players wait while playing the single- 
player game. Lisa Marie, meet the King of Pop. 

Despite this, BATTLE ISLE is still fun if you have patience. The 30 
graphics are top-notch, rivaling any we’ve seen in turn-based games. 
The camera controls can be a bit imprecise, but it's still exciting to 
pull in for a close-up of an exciting skirmish. And the combat is turn- 
based. Yay! There's an intimacy that moving units one at a time, 
selecting a target, and firing conveys that real-time games never quite 
manage. In BATTLE ISLE, you 
get to be the general and 
make overarching command 
decisions, but you also get to 
be the sarge and exult and 
agonize right there with your 
grunts as they fight. BATTLE 
ISLE also features multiplayer 
options, but online play is lim- 
ited through Blue Byte's 
servers. There are no TCP/IP 
options. 

Ultimately, BATTLE ISLE is a 
turn-based game with striking graphics - and how 
many of those do we see anymore? There's noth- 
ing really revolutionary about it. The turn-based 
combat is satisfying but not deep, nor shallow, nor 
innovative - and the real-time management 
aspects are more frustrating than exciting. Your 
enjoyment will probably correspond to how hungry 
you are for something new that’s cool looking and 
turn-based. KdtY 

(Note that you can't buy BATTLE ISLE at retail. 
Blue Byte is selling it direct. Details at the web- 
site: www.bluebyte.net/eng/default.asp.) 


The Seven Minute itch 

Battle Isle gives you seven minutes to conduct your tac- 
tical turn. During this time you can move units and fire on 
the enemy, as well as make your build and research deci- 
sions. You can end your turn before the time is up, but as 
the missions get more complicated and you have a lot of 
units to fiddle with, you’ll find that the time limit sometimes 
isn't enough. 

The Al also gets 
seven-minute turns, 
during which you can 


PRODUCTION JUNCTION 

When yau’re not engaged in 
combaL the game hews to ^ 

standard RTS conventions. 
tike unit production. « 


A ZOOM WITH A VIEW Pulling the camera 
back is useful for taking a broader, more strategic 
view of combat situations. 



BATTLE ISLE: 

THE ANDOSIA WAR 




Requirements: Pentiun-ll 30D. B4MB RAM. 315MB hard drive space. 30 card. 

3D Support: Direcl3D Multiplayer Support: LAN. Inlemel Uircugti Blue Byte Servers (2-8 players): one CD per player. 


Publisher; Blue Byte • Developer: Blue Byte • $50 • www.bluebyte.net 


ESRB (or RSAG) Rating: Pending 


Il[!i COMPUTEH gaming world • cgw.gamespot.coi 




ACTiaiM/STRATEBY 


REVIEW 


Why I'm not re-enlisting as a starship trooper 



inirol twee st|uaifs 

came awess. Cea 


I im mission, I gat t‘ 

cpovuereaeaeryt/img 

is war and win.^ 


TO HECK ANO BACK 
troopers, and we ou 
Scouts could Hgldt 


F Troop 


D ear Mom and Dad, 

I'm writing to let you know that I am safely returning 
home after a short 20-mission stint exterminating the 
arachnids of Klendathu. I should be home before the holidays, 
and I’m looking forward to seeing both of you. 

As you know, it's been over a year since I pased the Ml 
Officer Training School, where I aced the Physical Fitness, 
Formation Drill, Weapons Proficiency, and Simulated Combat 
exams. Once I made the grade, the Ml quickly shipped me off to 
the 1st Division under Colonel DuBois' command. I remember 
thinking I knew everything - that is, until I actually started hunting 
bugs. Truthfully, the Officer Training course and the Starship 
Troopers manual really didn’t prepare me for what I was about to 
find out as platoon leader of 


STARSHIP 

TROOPERS 


reviewed by Raphael Liberatere 


one to three squads. 

In my short career, my job 
was to basically hop from planet 
to planet and sector to sector in 
search of arachnid foes to hunt. 
The environments we've frequent- 
ed have been worthwhile to view, 
and in some cases downright cap- 
tivating. But they were not worth 
the time spent hunting the variety of arachnids we're always finding 
and shooting. 

I’ve earned several medals and experience points for completing 
20 missions, which included killing bugs, rescuing citizens, killing 
more bugs, capturing bugs with the lame Specimen Capture 
Weapon, killing even more bugs, watching Special Talent Troopers 
link with bugs, killing bugs, and blowing things up. Frankly, the 
lack of depth and challenge in all my missions has made my mili- 
tary career really boring. 

Instead of the excitement I'd hoped for, our campaign has 
played out like a linear, step-by-step storybook- Dad, you know 
how much I enjoy strategy and tactics, but most missions 
required neither - odd, considering all the training I endured. All 
the tactical formations I learned during training were worthless. 

For every mission, it was simpler to march around the planet and take 
on bugs using one close-knit group than to waste my team’s efforts 
on tactical hoopla. Even though our platoon is strategically capable of 
splitting off into two or three different teams, we never had to since 
the bugs don't know any different, and our killing potential is the 

same no matter what formation is being used. 

The arachnids we fought (mostly soldier 
castes) were plain dumb and less aggressive 
than what we'd thought. Every once in a 
while, we’d get a different kind of mission 
when we captured a new specimen like the 
chariot bugs (almost impossible because they 
moved too fast). 

Trying to regroup during a poorly botched 
mission was pointless - any screw-up and we 
had to start all over again. Sometimes, every- 
thing would go blank during a mission, like a 
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N RATED 

* 

* 

PROS 

Cool-looking 

enuironments. 

* 

☆ 

A 

Lacks ang real 
strategic element. 


BUG M 

tTciZ. 

21st-century computer game crashing, then 
we’d find ourselves starting the last mission all over again from 
scratch, including hearing the Colonel's mission briefing and equip- 
ment check all over again. Talk about weird. 

At least our weapons and armor are useful. And the more experi- 
ence my men gained, the more weapon and armor choices were 
made available to us, like the Morita SuperRifle, Flamethrower, 
Combat Shotgun, Solaris Cannon, and Mk79 Tactical Nuke Launcher 
- or the Marauder and Command Armor Suits. Sometimes the men 
gained rank and occasional medals for bravery - I liked that because 
they seemed to fight better afterward. 

Was it really worth joining the Ml as a Starship Trooper Officer? 
Considering I'm always looking for a challenge, and my stint with Ml 
1st Division lacked the tactical or strategic challenges I sought, I can 
say that I'm glad I'm coming home. What bugs me is that even my kid 
sister could have done this. Kd'.V 


Requirements: Windows 95/98. Penliuoi II, MMfl RAM, 300MB Aatt drive space. Recommeniled Requirements: Penpcm-ll 400. 128MB RAM, 800MB haid drive space. 
3D Support: DireciBD Multiplayer Support; None 


Publisher: Microprose • Oaveloper: Blue Tongue » $40 • www.micn3prose.cam 
ESRB Rating: Mature; animated blood and violence. 






TIGER WOODS PGA TOUR 2001 improves but doesn’t quite make the cut 


Touring With Tiger 


TIGER WOODS 
PGA TOUR 2001 


T iger woods PGA tour 2000 was easily the mast feature* 
packed golf sim on the market, but several problems prevented 
it from reaching its potential. However, the stunning announce- 
ment that TIGER WOODS PGA TOUR 2001 would be designed by 
Headgate Studios (the talented designers of Sierra's PGA 2000) led 
to very high expectations, Perhaps too high for the 2001 version. 

Hand Me a Niblick 

While TIGER WOODS PGA TOUR 2001 is an improvement over 
its predecessor, Headgate Studios came on board too late to make 
revolutionary changes in the game. Although much of the graphics 
are average to good, some parts 

of the game definitely look dated. 

The edges of traps and water haz- 
ards exhibit severe jaggies, distant 
backgrounds are blurry, and the ter- 
rain textures shift during the course 
of a shot. Tiger's onscreen persona 
is nicely rendered, but the other 
pros are fuzzy and ill-defined. On 
the up side, the sluggish perfor- 
mance of the 2000 version has been elimi- 
nated; graphics execution is quick and fluid. 
That allows you to enjoy what is easily the 
best camera system in PC golf, a television- 
style presentation featuring views that switch 
dynamically to the landing location, the ball in 
flight, and so on. 

The swing interface is handled with either 
a tri-click swing or a mouse swing. The 
mouse swing is not synched in realtime with 
the golfer. Furthermore, it has no mechanism 
for creating slices or hooks. This odd omis- 
sion means that you can whale away with 
impunity, swinging as hard as possible, with 


raviawed by Jeff Lackey 


a 



no fear of mis-hits. It may lead to low scores, but it sure isn’t golf. 
The tri-click is well designed, with a clever feature that changes the 
meter’s scale on the putting green based on the length of your putt. 
Thus, an 1 1 -inch putt may result in a meter on which a full swing is 
3 feet. This prevents the problem that some tri-clicks present in 
which a short putt is more difficult than a longer putt due to the 
reaction time required. Also, the Pro level swing meter seems to be 
more "fair" than before - it's difficult to hit perfectly, but it doesn’t 
punish slight mis-hits with outrageous slices and hooks. Once the 
ball lands, some ball physics problems rear their head. Often the 
ball just doesn't bounce right, careening oddly enough to notice - 
even if you're not looking to find problems with the physics model. 
The ball seems to be sliding rather than rolling, particularly on the 
green. Another oddity on the green is how anxious the ball seems 
to be to go into the hole, disappearing about three inches before it 
reaches the cup. 

Game options abound, as in last year's version. The career mode 
now allows you to play at levels below Pro, which means some 
weekend duffers may actually make it out of Q School! The new 
President's Cup is an international competition similar to the 
Ryder’s Cup. You select a side, International or U.S., pick a team, 
and set your pairings. The two teams then compete in a series of 
matches. Nifty idea, but two things spoil the atmosphere. First, the 
names for the players on the International side are unimaginative 
appellations such as Japan, Fiji, and so on. Second, you have to 
play the shots for both players on your side. This eliminates the 
feeling that you're playing with a partner. 

The 19th Hole 

TIGER WOODS PGA TOUR 2001 is basically last year's game with 
a few improvements, Unfodunately, with games like LINKS 2001 and 
PGA CHAMPIONSHIP 2000 on the shelves, dated graphics and 
questionable ball physics make it difficult to recommend this incarna- 
tion. Hopefully, Headgate Studios will use the coming year to work its 
magic on the franchise. 233 


Requirements: Wimliiws 95/88. Pefilium MMX cr AMD KB 2G0MHZ. 32MB RAM (64MB (or coiirsB arcliilecl), (COMB hart drive space (another 250MB required (or course 
architect). 2MB DirectX 1 corepalibie video rart or SMB 30 accelerator with DirectX 7 ccmpatible driver. 


30 Support: D3D Multiplayer Support: Iclenel via EA server, network with IPX/SFX or TCP/IP: 2-4 players. 


Pubtislier: Eleultuiilu Aits • Ouvulupoi: MeaitijutH Sludlus * $40 • www.easpuits.ui 
tSKBXalliiy: Evaiymiu 
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FRONT OFFICE FOOTBALL 2001 puts 
you in the NFL GM hotseat 


Build Your 
Dyuasty 




FRONT OFFICE 
FOOTBALL 2001 


I ave you ever wondered just what in the name of Vince Lombardi's ghost 
the owner of your favorite NFL team was thinking when he traded your 
veteran quarterback away for a rookie linebacker and an over-the-hill 
tackle? Front Office football 2001 lets you sit in the general manager's 
seat and see if you can do any better. In the process, it reminds you just how 
addictive a game built upon a solid simulation engine - but without 3D holo- 
graphic graphics - can be. 

This is a text sim in which you make the day-to-day decisions required to 

run an NFL franchise (the full official bless- 
ings of the NFL allow for real-life team and 
player names). The soul of the game is 
your attempt to build multidecade dynas- 
ties that are the stuff of legends. 

You can start with a top team like the 
Rams and try to extend its success; or, 
you might prefer to choose a “new" team 
like the Browns and try to return them to their glory years. Your new 
life as a team owner and coach begins with off-season wheeling and 
dealing, starting with the amateur draft. A significant improvement in this year’s version is the ability of 
your draft choices to develop into stars - or busts - after training camp. As in real life, a highly rated 
draft pick may not be able to cut the mustard in the big leagues, while a lower-rated pick may bloom into 
an NFL superstar. Coaches and scouts are critical to everything from evaluating and developing talent to 
executing a game plan; now, you must compete in a bidding process to acquire the best available staff. 
Agents for free-agent players have become tougher negotiators, although an area for improvement would 
be to create a bigger difference in the salary demands of high- and low-rated free agents. 

The game screen has gone through a face-lift, taking on the team colors of your chosen franchise. It 
takes a while to get used to the menu being hidden on the bottom of the screen, but once you play awhile 
it becomes second nature. A superb game plan interface has been expanded to allow detailed depth chart 
control, how often and under which circumstances to play an injured player, every detail of your offensive 
and defensive game plans, and much, much more. Once you move from the practice field to the game 
field, you have the choice of fast-simming games and reviewing the results in detailed box scores and 
game logs, watching your coaches call the plays with a play-by-play description of the game, or putting on 
the headset and calling your own. The user play-calling interface is much 
improved. Results are variable but realistic; for example, the league’s fop run- 
ning back will usually pick up a lot of yards, but he'll also have the occasional 
game when he’s shut down. 

In addition to leading the team, you'll be faced with the business decisions 
incumbent upon an NFL owner. Keeping the fans happy is necessary if you 
want to pack the house and rake in the dough, so watch those ticket and 
concession prices, and be prepared to deal with angry fans if you trade their 
favorite players. You can even join the ranks of reviled owners and move to 
a new city. 

There are a couple of minor issues and one major problem: Some own- 
ers of Voodoo cards have reported crashes (odd for a text sim). But make 
no mistake, FRONT OFFICE FOOTBALL 2001 's depth and compelling “just 
one more season" gameplay makes this a must-have for any sports fan 
who thinks he or she has the right stuff to run an NFL franchise. Highly 
recommended. 


CGW RATED 


It's as close as 
you can get to 
being an NFL gen- 
eral manager and 
coach tjvithout 
shelling out a few 
hundred million 
dollars. 


Some Voodoo card 


owners may expe- 
rience crashes: 


tiny scroll bars. 


Are you up to 
a challenge? 


■■■ FRONT OFFICE FOOTBALL 
2001 has developed an active user 
community, and one of tho favorite 
topics for this fan base is how to 
create "challenoos" to add a new 
angle to the game. Such chal- 
lenges include trying to build a 
team with all players from one 
stale or a coliege conference 
(such as the Southeastern Con- 
ference or the Big 10), taking 
0 team with the worst fan base 
and putting it in the lop five of fan- 
supported franchises (then moving 
to another least-supported loam 
and repenting), and "Villago 
Cballenyes” in which a caroor is 
passed from player to player, each 
person having two to three son- 
sons before transferring the team 
to another player. These and more 
challenges can be found at 
www.sportplanol.coni/fof/ and 
www.mulli-mania.com 
/fronlofficefool. 


Raquiromenls; Windows 95, 98, NT AO, or a compalilrla operatlRg syslem: oioise or conrpalilils IraoklnQ devlcs; CD-ROM drive; 1BMB RAM; 2SB-col[)r SVGA pphlos. 

RdecmfflBnddd Raqulratnonte: 75 MHz Penlluni. 30 Support; None Multiplayer Support: Norre 
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STAR TREK HEEP SPACE S: THE EALLEN 


TOMR RAIRER: CHRONICLES 


I f you think Ferengi is a new kind of pasta, 

deduct half a star from the rating. Otherwise, polish 
up your plastic Vulcan ears, and gel ready for a Star Trek 
action game worthy of the license. In fact, the Star Trek set- 
ting saves this game from gaming devices that would be oth- 
erwise uninspiring. Staples like energy weapons, invading 
aliens, orbs of ultimate destruction, and special graphical 
effects seem logical when used in the context of the Deep 
Space Nine universe. Should a Cardassian twitch in place 
before disintegrating into energy particles when hit by a 
. . * 4 Phaser? Of course he should. Is it 

^ ^ ^ ^ likely that you'll find menacing 

aliens when you're responding to 
a distress call? Of course it is. Does Star Fleet recommend 


storing exploding barrels 
of toxic waste in corri- 
dors? Well, two out of 
three ain't bad. 

THE FALLEN does 
implement some new 
features like the use of 
the tricorder, which is 
pretty fresh; and the abili- 
ty to modulate phaser 
frequency is not only 
cool, it’s necessary, 
Another interesting twist 
is the ability to complete 
the game by playing as 
Captain Sisko, Major 
Kira, or Lt. Commander 
Worf. While the missions 
are all played in parallel toward a final goal, each person has differ- 
ent tasks to accomplish along the way. Although some missions 
feel a bit similar, the use of variations on a theme is clever and 
adds to the replay value. 

Of course, with the good comes the bad. A few levels quickly 
degrade into switch/key hunts, and gameplay seems formulaic at 
limes. In addition, I had a few lockups, and noticed some minor 
clipping and collision-detection issues. There is a 32MB (!) patch 
available that hopefully addresses these problems. Despite the 
flaws, if you are a fan of DS9, you will find THE FALLEN an enjoy- 
able diversion. If you’re not a fan, this might be the game to make 
you one. -Joe “Biter" Bailey 


Genre: Action • Publisher: Simon & Schuster Interactive * Developer: The Colleclive • $40 • xvww.dsOthefallen.com • ESRB Rating: Teen; animated violence. 


I f life as we know it is destroyed by a rogue comet, a 
bacteriai killing plague, or an overly caffeinated Jeff 
Green, the future of humankind will need some point- 
ers while rebuilding our civilization. So I'll offer up some tips: 
Chicken-head McNuggets are dee-lisch, Wesley is a great name for 
a boy, and milking a game license for a quick buck is better than 
investing an ounce of creativity. 

Okay - so I'm evil, but TOMB RAIDER CHRONICLES is still an infu- 
riating waste of time that will leave the Lara-faithful bitter, Eidos' fifth 
installment steals scenes from The 
^ ^ Matrix, Total Recall, Escape From New 

^ ' York, and more, but still manages to 

screw it up. 

While block-moving puzzles were nixed, the developers lazily resort 
to bigger servings of air-duct crawling, key-finding, switch-flipping, 
and the worst jumping puzzles to date. Offering inconsistent forms of 
fighting, climbing, jumping, and crawling doesn’t mean a game is 
witty; it means the hours spent repeating levels proves that the 
designers have nothing more to offer. 

Storylines and settings are reused (villainous collectors, Rome, 
opera locales) or never explored long enough for full potential. The 
island level - plagued by a demon Cossack soldier - comes close, 
but the entire end-fight is a cut-scenel Using iron to fight off imps is 
the only clever design departure, but it's entirely lost when you have 
to combine a rubber hose with a pitchfork to make a slingshot. 

The game is a laundry list of similar disappointments: an underwater 
depth suit with torpedo decoys you get to use for just five minutes, a 
cool rail gun you can't use, enemies that suddenly can't be killed, a 


blatantly stereotyped African-American sidekick, promising METAL 
GEAR SOLID-ish stealth missions stymied by a multitude of problems. 

TOMB raider's signature silly tightrope-walking, lame grappling 
guns, and modern gun ammo stashed in ancient tombs are still pre- 
sent, rendered in an outdated engine and plagued by the familiar clip- 
ping problems and game-stopping bugs. Not even the level editor 
could entice me to play more. 

A blatant commercial plug for a Timex watch is the last nail in 
TRC’s coffin. Obviously the Core well has run dry. -Jason Babler 


Genre: Action * Publisher: Eiilos * Developer: Core Design Ltd. * $40 * www.eidos.com * ESRB Rating: Teen; animated blood and violence. 





REVIEW 



FROGGER 2 


I Genre: Action * Publisher: Hasbro-Interaclive • Developer: Blilz Games ■ $30 • www, liaslira-interactive.com • ESRB Rating: Everyone 


however; There are almost zero hidden bonus areas, and you'll 
rarely be caught scratching your head looking up at an out-of- 
reach ledge. 

But FROGGER 2 never tries to do anything but make up for its 
last incarnation. There's plenty of hand-holding: Once you beat a 
level, you never have to go back, and there’s almost always an 
extra life around the corner. This is what the first game should 
have been. 

While we'll stop short of an all-out recommendation, we will say 
that if you stumble upon FROGGER 2 in the bargain bin, give it a 
shot. It’s an enjoyable way to waste a few hours. -Alex Handy 


i t ain’t no MARIO 64, but FROGGER 2 
is head and shoulders above half 
the 3D platform field: This amphib- 
ian-heavy platform game actually has 
some decent jumping action. What 
stands out most is the quick 'n' dirty feel of 
most of the levels. Each level has 25 coins and 
five baby frogs to collect. While these items 
would be hidden 
^ ^ ^ or challenging to 

^ ^ acquire in a game 

such as CRASH 
BANDICOOT, in FROGGER 2 they’re generally 
incidental: You may have to go a little out of 
your way for a coin or two, but mostly you'll 
get everything while making a beeline for the 
end of the level. This does have a downside. 


PANZER CAMPAIGNS: KHARKOV '42 



J ohn Tiller has been providing serious 
wargamers with serious wargames for 
many years, and the release of the third 
game in his PANZER CAMPAIGNS series, 

KHARKOV ’42, shows that his commitment 
to comprehensively researched, meticulous- 
ly detailed games is as strong as ever. While 
all three games share a basic engine, Tiller keeps 
making changes (such as the new Virtual Supply 
Trucks rule) to polish and improve gameplay. 

KHARKOV '42 depicts the Soviet spring offensive 
around the Ukrainian city of Kharkov that was 
repulsed by the Germans prior to the launching of 
their own 1 942 offensive. Although the Soviets start 
out on the attack, the potential for offensive opera- 
tions on both sides gives the game a more balanced 
feel than those of its predecessors. 

The campaigns in this series keep getting bigger, 
and while this will delight players who want to 

immerse themselves in 
'A a multi-hundred-hour conflict. 

wargamers with less free time will 
be unable to take advantage of the larger ones. The smallest 
engagements are grandly-tactical in scope, but not playing the 
campaign means you'll miss the massive feel of Eastern Front 


combat that the PANZER CAMPAIGNS games convey so well. 

On the whole, KHARKOV '42 is every bit as good as the previ- 
ous two games in the series. While play is nowhere near as 
wide-open as in SMOLENSK ’4'!, there's plenty here to occupy 
you for a long, long time. -Bruce Geryk 


I Genre: Action • Publisher: HPS Simulations • Develppcr: John Tiller » $Vd • www.lipssliiis.coiii • ESRB Rating: Wot ral^ 
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REVIEW 


KING OF THE HILL 


I 11 tell you whut. This game ain't 
entirely right. The voice-acting is 
right; actors from the King of ihe Hill 
TV show provided the commentary. The 
characters are funny (until they start 
repeating themselves). The other thing 
that's right is the book that’s packaged 
with the game: It's a laugh-out-loud slog 
through Hill family dysfunction. 

The game has two sections: Texas 
Huntin’, and the, urn, Hootenany. Huntin' is 
your typical huntin’. Your task is to shoot 
stuff and kill it 
i dead. Kill 

kicky deer, 

frantic turkeys, scrappy boar, and so forth. 

I quickly became obsessed with all the 
many accoutrements (deer decoys, for instance). I put ’em out there to attract animals so I could kill 
’em. Turns out I am a master hunter (read: Texas Huntin’ is too easy). 

Hootenany is but a slight hoot. You have to ingratiate yourself to the characters at the block party so 
they'll like you. Some of them will like you exponentially more if you toss them beer. I'm here to tell you 
that tossing that beer was next to impossible, and that my block-party reputation suffered as a result. 

With the exception of mini-golf in Bill’s backyard (the golfclub makes a superb little sound when if 
meets the ball), the five Hootenany mini-games are a melee of pointing, clicking, and apathy. I was really 
good at the paint bail (read: Paint ball is too easy). And I am surely no Boggle pro in real life, but Peggy 
absolutely destroyed me in the Boggle-related “tic tac toss" and made me feel bad. She was very zesty 
and I think she cheated. 

Get the game if you're a big fan of the show. Go on. Click on your favorite characters so you can 
hear 'em talk; I recommend Dale and Luanne. Then, play some mini-golf. 

But aside from those diversions, I think you’ll be disappointed - just like Hank is disappointed 
in Bobby. -Holly Fleming 


Genre: Hootenany ■ Publisher: Fox Interactive • Developer: Fox Interactive • S20 • 
www.foxinteractive.CDni/games/kDlh/ • ESRB Rating: Rating: Teen (13-I-); comic nilschtef, animated violence. 


SQUAB LEAHEB 


S QUAD LEADER, contrary to its 
advertising, is not an “adapta* 
tion” of the overly complex 
boardgame by Avalon Hill. Instead, it's a 
thinly disguised update of developer Random 
Games' SOLDIERS AT WAR, a turn-based 
WWII game depicting squads of individual 
soldiers; it was flawed when it was released 
three years ago. For this game, MicroProse 
added new graphics, an improved interface, 
vehicles, and soldier personalities - but they 
don't make the game much better. 

The basic premise is unassailable: Take a 
squad of soldiers 
through a series 
of missions on 

the Western Front, using a simple system of 
Action Points similar to that in X-COM or JAGGED ALLIANCE. Unfortunately, SQUAD LEADER is under- 
mined at every turn by slow and jerky animations, homogenous soldiers, and dull graphics that make it 
hard to distinguish soldiers from trees, Plus, the square grid that regulates movement prevents vehicles 
from moving diagonally. The resulting effect is akin to playing an old game that you dug out of the back 
of your closet. -Bruce Geryk 





Genre: Wargame * Publisher: Hasbro/Microprase • Developer: Random Games * $50 * 
www.hasbrointeraclive.com * ESRB Rating: Teen [13-t-); animated violence. 







. . iff ^ 


... • 




AiL i:> 

1 • 

'^1 IK ■( 

"'k 

iiiii'iii 

.11 



/ 




% 

TIMELINE 

Genre: Action • Publisher: Eidos > 

Developer: Timeline Computer Entertainment 

• $40 « www.eidosinteractive.com * ESRB 

Rating; Everyone 


W ith a playing time of less 

than five hours, TIMELINE is 
over before it begins. Count 
that as a blessing. This game offers 
nothing more than a semi-interactive Cliff's 
Notes version of Michael Crichton’s latest 
book about time travel. Unfortunately, due 
to a tack of the essential elements that Mr. 
Crichton weaves through his best sellers, 
TIMELINE falls 
absolutely flat. 
There is no 

tension, no challenge, and no action. 

Most of this can be attributed to the 
dumbing-down of gameplay: It presents sit- 
uations that would test only the most inex- 
perienced gamer. To make matters worse, 
any hope for challenge or urgency is com- 
pletely eliminated by your co-adventurer 
who not only offers advice, but also tells 
you exactly what needs to be done. So 
much lor the thrill of discovery. Instead, you 
simply go through the motions, waiting for 
the next task. When you do face an occa- 
sional enemy, instead of feeling threatened, 
you quickly dispatch it and move on. In fact, 
you will probably feel a sense of dread only 
when you realize that the door has been left 
open for a sequel. 

The only bright spot is the attention to 
historical detail. This is exemplified by an 
interesting historical walkthrough of the 
game location, reminiscent of a self-guided 
museum tour. 

There are many ways to waste five hours. 
You can arrange and rearrange your collec- 
tion of Fez dispensers, watch a Matlock 
marathon, take a long nap. or play 
TIMELINE. My advice? Stick with the Pez. 
-Joe “Biter" Bailey 
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AND GUIDING YOU THROUGH IT ALL 



The #1 computer game magazine on the planet. 

Month after month, you get in-depth reviews, 
sneak peeks at new games, updates on new 
technologies, and winning secrets For the most 
popular games, Plus, every issue comes with a 
CD filled with interactive demos of the very 
latest games and more. 

WouldnT you sleep better knowing it was 
coming right to your mailbox every month? 


Detach and mail back the order form below or 

Call us at 1-800-827-A450 


CLIP HERE 


SAVINGS ORDER FORM 


n Ycsl Send me Computer Gaming World for the savings term Tve selected below. 

□ One year (12 issues/12 CD-ROMs) $24.97 - SAVE 75% 
n Two years (24 issues/24 CD-ROMs) $39.97 - SAVE 80% 


O Paymenl enclosed. 
r~l Please bill me. 


Mail this form back to: 

Computer Gaming World P.O. Box 57167 Boulder, CO 80323-7167 

Annual newsstand pnce $98.88. Non.U.S. add USSI6 per ,car; Canadian GST included. Allow 3cS weelra lor did>ye7. 



EVOLVE 



AWARD-WIIMIMIIMG SYSTEMS 




Computer Gaming World's 
Ultimate Gaming Champion. 



Saucer Silver 


Plaema Purple 


GREY 

AMD Duron'" 750MHz Processor 

High-Performance Heatsink/Cooling System 
VIA KT133 Chipset Motherboard 
128MB SDRAM (PC-133) 

Floppy Drive 1-44MB 

20GB 7200RPM Hard Drive Ultra ATAIOO 

NVIDIA GeForce2 GTS’“ 32 MB DDR Video Card 

SoundBlaster LIVE! 3D Sound Card 

Cambridge Four Point Surround FPS1500 

Subwoofer & Speaker System 

56X EIDE CD-ROM Player 

White Hydraulic ATX Mid-Tower Case 300 Watt PS 

Microsoft Internet Keyboard 

Microsoft Intellimouse 

U.S. Robotics V.90 56K Voice/Fax/Modem 

Microsoft Windows Millennium OS 

1-Year Toll-Free 24/7 Technical Support 

with Allencare On-Site Home Service 

Personalized Technical Support Manual 

Optimized & Configured for High-Performance 

FREE FUNC Technical Surface Pad 

sn.sss.ao 

Financing as low as 535/MO., 48 MOS. 


HIVE-MINO 

AMD Thunderbird'" IGHz Processor 
High-Performance Heatsink/Cooling System 
VIA KT133 Chipset Motherboard 
Virtual Channel 128MB SDRAM (PC-133) 

Floppy Drive 1.44MB 

30GB 7200RPM Hard Drive Ultra ATAIOO 

NVIDIA GeForce2 GTS'" 64MB DDR Video Card 

SoundBlaster LIVE! 3D Sound Card 

Altec Lansing ACS 54 Gaming 5-Piece 

Subwoofer & Speaker System 

Pioneer 16X/40X DVD Player 

White Hydraulic ATX Mid-Tower Case 300 Watt PS 

Microsoft Internet Keyboard 

Microsoft Intellimouse 

U.S. Robotics V.90 56K Voice/Fax/Modem 

Microsoft Windows Millennium OS 

1-Year Toll-Free 24/7 Technical Support 

with Aliencare On-Site Home Service 

Personalized Technical Support Manual 

Optimized & Configured lor High-Performance 

FREE FUNC Technical Surface Pad 

Si.sas.oa 

Financing as low as 544/MO., 48 MOS. 


54/7 Toll-Free On-Site Technical Support 

Be a proud owner of an Alienware machine with it's legendary performance. You can 
rest assure that it wili be backed up with 24/7 toil-free, on-site technical support. You 
can customize it online or have an experienced member of our staff guide you in cus- 
tomizing a machine for your specific needs. Alienware, the fastest system you’ll ever 
use. Our slogan holds true; build it as if it were your own. 

ALIEIMWARE.CaM 

^3465 Southwest 1311 Street Miami, Florida 33186 
TOLL FREE: 800-434-3382 


AREA51 : AURORA 

AMD Thunderbird'" 1.2GHz Processor 
High-Performance Heatsink/Cooling System 
VIA KT133 Chipset Motherboard 
Virtual Channel 256MB SDRAM (PC-133) 

Black Floppy Drive 1.44MB 

40GB 7200RPM Hard Drive Ultra ATAIOO 

NVIDIA GeForce2 Ultra'" 64MB DDR Video TV-Out 

Koolmaxx Video Cooling System 

SoundBlaster LIVE! 3D Sound Card 

Klipsch 4.1 ProMedia v.2 4.0 THX 400-Watt 

Subwoofer & Speaker System 

Pioneer 16X/40X DVD Player 

Plexwriter 12X/10X/32X CDR-W IDE 

Black Hydraulic ATX Mid-Tower Case 300 Watt PS 

Black 107-Enhanced Keyboard 

Microsoft Intellimouse Explorer 

U.S. Robotics V.90 56K Voice/Fax/Modem 

Microsoft Windows Millennium OS 

1-Year Toll-Free 24/7 Technical Support 

with Aliencare On-Site Home Service 

Personalized Technical Support Manual 

Optimized & Configured for High-Performance 

FREE FUNC Technical Surface Pad 

ss,4ss.aa 

Financing as low as S68/M0., 48 MOS. 


MONITORS 

17" ViewSonic Q71 .27dp $230.00 

17" ViewSonic G70B .27dp $275.00 
19" ViewSonic E790B .26dp $389.00 
21" ViewSonic GS815 .26dp $789.00 
22" ViewSonic P220f .25dp $845.00 
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HARDWARE 


IN SEARCH OF THE ULTIMATE 
GAMING RIG • REVIEWS • NEWS 




MICROSOFT REMOVES THE VEIL 
OF SECRECY AND SHOWS THE 
WORLD ITS FINAL XBOX DESIGN 


3 dfx, the once high-flying maker of 3D graph- doing well in retail, but 
ics accelerators, has been acquired by since that market accounts 

former arch-rival nVidia. The deal is for all of for only about 10 percent of graphics board sales, 

3dfx's tangible assets, including the Voodoo brand, all revenue wasn’t enough to turn a profit. The company’s 
patents and intellectual property, and all products in shares traded as low as $1 last December, 

development, 3dfx plans to use the proceeds to pay off 3dfx dominated the 3D chip market up until two years 
debt and dissolve the company, ago. Since then the company changed its strategy and 

While both chipmakers were seen as developers of cut- tried to increase profits by fabricating its own boards, 
ting-edge technology, nVidia had begun to make serious The strategy proved costly, while the pace of new chip 
inroads into the lucrative OEM marketplace. 3dfx was releases slowed behind that of competitors. 
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DEAL WORTH AN ESTIMATED $100 MILLION 


Behold the 


Xhox! 


A fter months of specula- 
tion, dozens of focus 
groups, and more first- 
grade caliber enthusiast 
sketches than we care to count, 
Microsoft finally let us in on 
what its much ballyhooed con- 
sole system will really look 
like. In these “exclusive" photos 
that we stole from our sister publica- 
tion, Electronic Gaming Monthly, the 
fellas up in Redmond gave us a peek 
at the box that Mr. Gates hopes will 


kick Sony's 

ass all the way back to Tokyo. 

By now it's no secret what’s lurk- 
ing on the inside of the system: a 
733MHz CPU, a 250MHz custom 
designed graphics chip from nVidia, 
64MB RAM, a DVD drive, and the 
oft-questioned 8GB hard drive. More 
notably, though, is what you won't 
find in the Xbox; namely. USB ports 
and a 56Kbps modem. After doing 
buttloads of research, Microsoft has 
come to the conclusion that gamers 


a) aren't actu- 
ally going to 
plug any USB 
enabled 
devices into it, 
and b) want a 
better online 
gaming experi- 
ence than that 
which a 
56Kbps 
modem can 
deliver. 
However, 

Xbox will 

sport an Ethernet port. Microsoft 
is banking that by the time Xbox 
comes out this fall, the majority of 
game-savvy users will have broad- 
band access. 

With the hardware final, Microsoft 
can focus on a strong list of launch 
titles, trying to avoid the same pit- 
falls that have undermined each 
Sega launch. We'll keep you posted 
as more details emerge, 

—William O'Neal 


nVidia Acquires 3dfx 
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GAME COMMANDER 2 


Reqiitrements; Windows 95, 98, ME, or 200Q: 486/66 
MHz; 24 MB RAM; lull duplex sound card. 

Price: S30 if downloaded; $40 CD with Microphone. 
Manufacturer: Mindmaker 
Contact: www.gamecommander.net 




I t’s refreshing to find a 
program that not only 
lives up to expectations but 
exceeds them. 

Game Commander 2 fits that description, 
allowing you to replace anything you would 
do with a keystroke {or combination of key- 
strokes) with a simple voice command of 
your choosing. While flight sims are a natur- 
al (replacing combinations like “control- 
shift-a, G, 2" with a voice command such 
as “arm mavericks”), being able to throw 
away your keyboard reference sheets and 
use simple spoken commands makes all 
genres of games much more enjoyable, 
Game Commander 2 sets the standard 
for performance in voice command pro- 
grams. First, it’s 
fast! A lag between 
voicing your com- 
mand and the game 
executing it can make the difference 
between virtual life and death. Another fea- 
ture that sets this program apart is its ability 
to determine what program you are running 
and automatically load the proper command 
set - no more slapping your head and exit- 
ing your program because you forgot to 
load your voice command set. You can 
assign a string of up to 256 keystrokes to a 
single command with complete control over 
every aspect of the keystrokes applied. 
Game Commander 2 also works with every 
game you can throw at it. There's no built in 
chat program, but it works flawlessly with 
popular freeware voice chat 
programs such as Roger Wilco and 
TeamSound. 

There are many more features, but the 
bottom line is that if you are reading this 
magazine, you need this program. Once 
you've used it, you’ll be baffled at how you 
lived without it. -Jeff Lackey 



Killer Rigs 


1 BUILDING THE ULTIMATE GAMING MACHINE ■ 

■ Power Rig 

1 Comiionciil ManulacliiiEf Price liieSliinoy | 

Case 

Antec SX-830 

S213 

300 watts. 8 bavs. olentv of coolino 

Molhertoard 

ASUS A7V 

$140 

Via KM33, AGP4X, Solid mobo 

CPU 

AMD Athlon 1,2GHz 

$530 

Hall to the kina, babv 

Memerv 

3B4M8 of PC133 SDRAM 

$300 

Ouantitv has a oualitv all its own 

Graohics 

Hercules Proohet N Ulira 64MB 

$500 

Can vou sav oioaoixel? 

Disk Controller 

Adaotec 2916D Ultra 160 SCSI 

$190 

Sliohllv faster, but also PCI 64 sunoort 

3,5" Flonnv Drive 

Teac 

$20 

You still have to have one 

HanI Drive 

Quantum Atlas 10k - H (Ultra SCSI) 

$650 

Now at 36GB 

Backup 

Creative DVD-RAM drive 

$270 

5.2 oias of backup 

CD-ROM/OVD 

Pioneer 6x SCSI DVO-304S 

$170 

New Pioneer slat-drive DVD 

Monitor 

KDSAV-21TFZr' 

$700 

Trinitrorr tube, perfectly flat, beaptiful color 

Audio 

Sound Blaster Live! Platinum 5.1 

$99 

Your sonic world in 5.1, four- or two-channef 

Speakers 

Desktop Theater 5.1 DTT35flO Diqital 

$300 

Loud, efean. and oacked with features 

Nelworirinp 

3COM Elherlink 10/100 PCI 

$40 

Reach out and fraa someone 

Netwofkinn Hub 

NetuearDSIDB 

$95 

Multiolaver & DSL modem support 

Keyboard 


$59 

Naturaf in, Newtouch out 

Mouse 

Microsoft IntelliMouse Exolorer 

$60 

No balls, no crud - no shit! 

USB Hub 

Looiteeb WinoMan 7-oort USB Hub 

$70 

Get them USB oorts upstairs 

Fliflht Joystick 

CH f16 Combatstick USB 

$65 

Onboard throttle. It fust feels ripht. 

Rudder Pedals 

CH Pro Pedals USB 

$100 

Nearly perfect foot placement 


Microsoft Sidewinder GamePad Pro 

$35 

‘Cause you gotta play sports games, too 


Total $4,806 


I Lean Machine 


Case 

fcilec Gemstone Case 

$100 

In black, of course 

Motherboard 

ASUSA7V 

$140 

Solid, stable. Socket A Athlon motherboard 

CPU 

Albion 900 w/coollnp fan 

$265 

Suoersonic Thunderbird 

Memory 

128MB PC133 SDRAM 

$100 

128MB. squeezed in 

Disk Controller 

Built-in UDMA/33 

JO 

It's in there 

Graphics 

Guillemot Prophet II 32MB DDR 
w/ nVidia’s screamina GeForce 2 GTS 

$290 

3dfx, thanks for the memories 

3.5" FIoddv Drive 

Teac 

$20 

Still ootta have it 

Hard Drive 

Maxtor Diamondmax 6800 Plus 20.4GB drive 

$135 

Plenty fast and cheap 

CD-ROM/DVD 

Pioneer OVD-105S 

$120 

Slot-drive DVD 

Monitor 

Optiquest 095 

$300 

Solid 19" monitor at a budaet price 

Audio 

Sound Blaster Value 

$45 

R.LP. Aureal 

Sneakers 

Boston Acoustics BA-B35 

$60 

Good hiahs for bottom dollar 

Modem 

Actiontec PCI Call Waltina Modem 

$70 

Solid oerformance. oood nrice 

Keyboard 

Microsoft Internet Keyboard 

$20 

Cheat), nice add-on buttons 

Mouse 

Looiteeb USB Wheel Mouse 

$25 

Better than the "oamino" mouse 

Joystick 

Looiteeb WinaMan Extreme Dioital 

$39 

Solid 30 iovslick with USB 

Game Pad 

Microsoft Sidewinder GamePad Pro 

$35 

How many ways can you say "TONY HAWK 2?" 


The Fine Print: All lecommendations based on actual evaluadons and testing. Pnees listed are average low quotes from Web price 
search engines like www.compulershDpper.cDm or www.priGewalcti.cQm. Lists compiled by Oai^ Salvator and William O'Neal. 
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HARDWARE 


Surrounded by Sound 




CAMBRIDGE SOUNDWORKS DTT35DD DIGITAL 


BDSTDN ACDDSTICS BA-75DD 


APPEAL 




With more games supporting surround-sound, it’s time to grab the earplugs 
the neighbors as we put six surround-sound speaker systems to the test. 


and warn 


C ambridge Soundworks is one of the most respected names in 
home audio and multimedia speakers. Its new top-of-lhc-line 
Dolby Digital home theater speaker, the DTT3500, demonstrates 
ate once again how it got that reputation. 

The DTT3500 brings the digital surround-sound experience 
Wm to your PC like few others can. Powering the system is 
t|w a sophisticated looking Dolby Digital (AC-3) decoder amplifier. 
Not only does this amp provide a multitude of built-in auto- 
detecting inputs via optical, coaxial, RCA, and DIN, but 
also a 24-bit Digital-to-Analog converter for simultaneous connec- 
tions either using PC, console, DVD, MiniDisc, CD, and MP3 
configurations. 

Just like a home theater setup, the DTT3500's decoder amp 
drives a total of six speakers: four satellites (7 watts RMS), one 
center {21 watts RMS), and one subwoofer (30 watts RMS). 

Speaker response is rich, covering the 20 Hz-20 kHz range, so 
cranking games like UNREAL TOURNAMENT, RUNE, and 
MECHWARRIOR 4, or DVDs like The Matrix and Fight Club is 
quite the home theater experience. Highs and lows come across 
silky smooth, and 5.1 imaging is crisp. Even at extremely loud 
volumes (the kind where your neighbors call the police), the 
DTT3500 delivers awesome clarity. 

if your budget allows for taking the Dolby Digital plunge for your 
PC, then the DTT3500 is tough to beat for audio quality, versatility, 
and performance. -Raphael Liberators 


A t $300, you'd expect a set of speakers to sound 
terrific, and the BA-75Q0s do. At $300 you'd also 
expect them to be easy to set up; and once again, the 
BA-7500S deliver. 

When it’s time to get your game on, you’ll welcome the fact 
that the BA-7500s support four-channel, 3D positional audio. 
There’s also a digital coax input that will accept a Dolby 
(AC-3) stream. Since the 7500s have four flat-panel satellites 
center channel is virtual. But don't get your thong in a twist; since 
you'd always use them in a near-field setup, experiencing the 
virtual center channel is no problem. 

But enough with the incidentals, how do they sound? In a 
word, excellent. These speakers are capable of pumping out a 
minimum of 103dB (using a weighted pink-noise sample). I 
turned up the AC-3 version of the Saving Private Ryan DVD so 
loud that it made me duck for cover. Surround-sound imaging, 
too, was uniformly excellent. They won't blow the windows out 
of your room, but they're more than loud enough for gaming. 

Music audio sounded clean and sweet, too. When they were 
playing games that supported four channels, the sound field was 
almost disturbingly realistic. 

About the only downsides are the rather flimsy stands for the 
rear speakers (though Boston Acoustics also supplies tabletop 
stands for the surrounds), and the footprint of the satellites are a bit on 
the big side. And they are pretty expensive for PC speakers, but if you've 
got the bank, they’ll deliver the goods. -Loyd Case 


who want it all in 
an easy-to-use speaker 
system. 


Pumps out the volume; 
Dolby Digital support; clean 
sounding. 


Satellites are a little big; 
floor stands a bit shaky. 


REQUIREMENTS: Sound 
card wth two outputs; digi* 
tat output optional. 


■ $200 


Gamers desiring high-end 
Dolby Digital performance. 

Sounds like a real home 
theater system. 

High-end price tag; com- 
patible only with a 5.1 
sound card. 









HARDWARE 


LOGITECH SOUNDMAN XTROSIO DSR-100 v 





L ogitech is one of those companies that has its hands in so many different pots 
that you'd think its penchant for piaying the prouerbiai jack-of-aii-trades would 
resuit in its being considered the master of none. 

Well, when it comes to speakers, Logitech has historically been anything but the master - 
especially when placed next to such heavy hitters as Klipsch, Monsoon, or Cambridge 
Soundworks. The thing is, though, with its latest offering in four-channel digital surround- 
sound speakers, Logitech has shown that it, too, can make a set of speakers the likes 
of which will irritate the old lady something fierce. 

We had pretty low expectations for 
the SoundMan Xtrusio DSR-IOOs. 

Aside from a subwoofer 
that's made of aluminum, 
the rest of the DSR-IOO’s 
package was the standard 
matte-black-plastic that 
Logitech loves so much; the 
four satellites and the 
SoundTouch remote. 

We hooked the DSR-IOOs up 
to Creative’s SoundBlaster Live! 

Platinum 5,1 soundcard, installed 

the included PowerDVD software, 
and fired up Saving Private R/an. That was when all of our 

prejudioes against Logitech went down amidst a 100-watt wall of Dolby Digital 5,1-infused German machine-gun fire. 

In a word, these speakers are the bomb! 

Pleased with the speaker’s ability to handle DVD movies we decided to put 'em through the music test. Regardless of 
what we threw at the DSR-100s, everything from Pavement to Mystikal, they passed with flying colors. The same held true 
with a sampling of games. We cranked UNREAL TOURNAMENT, HALF-LIFE, and QUAKE III; ARENA. Regardless, sound was 
consistently crisp without a single snap, crackle, or pop. 

As critics it’s hard for us to like anything, but we're at a loss to find flaws with these speakers. The satellites have a small 
footprint, the remote control has everything you'd need or expect, including a headphone jack. And coming in at a scant 
$179.95, there's not much more that we’d do to make the DSR-100 package more appealing. -William O'Neal 


REQUmEMENTS: Four- 
channel-capable 
sound card. 

■ Sr75 

■ Logitech 

■ www,Iogitech.cQtn 


Gsmers with a 5.1-capafaie 
soundcard will loue these 
speakers. 


Stylish; fully functional 
remote; they crank. 


Satellites and remote don’t 
feel too sturdy. 




CAMHRIDGE SOUNDWORKS FPS2D00 DIGITAL 


F inding quality speakers below $150 can be an exercise in frustration. As it is, most multimedia 
speakers contain some sort of shortfall, like under-powered subwoofers, muddied midrange, distorted 
highs, and/or extreme hissing, as well as any number of other problems not worth mentioning (or 
purchasing). Enter Cambridge Soundworks' FPS2000 Digital speakers. Cambridge has been mak- 
ing quality speakers for years, and the FPS2000 system doesn’t stray from its vaunted pedigree; 
packing four discrete 7-watt satellite speakers, two rear-channel stands, and one 25-walt powered 
subwoofer that's built to last. 

After spending a scant 1 5 minutes hooking the 
FPS2000s up to my PC, I ran a few 
test games, adding some 
MP3s and CD music 
to the mix. The 
FPS2000's perfor- 
mance is simply amaz- 
ing considering its price. 

In DIABLO II, they pro- 
duced clear highs and 
superb mid range when I 
was dueling Andriel. Playing 
ROGUE SPEAR, I could actually 
hear a weapon’s distinct firing action. 

Most impressive are the speaker's thunderous bass for a system that’s so compact and sports such a conservative power 
rating. Playing UNREAL TOURNAMENT'S Arcane Temple, the speakers delivered excellent clarity from the waterfall and pond 
outside the temple. But take care. Picking up the redeemer and firing it into the temple woke my wife upstairs because of 
potent bass reflex. I did notice that the mids, even though clean, became a tad muted with music, especially during 
Stravinsky’s "The Firebird Suite," but overall, the bass and highs made up for this tiny imperfection. 

The FPS2000 Digital also provides a proprietary Digital DIN connection for Creative’s Sound Blaster Live! - a great way 
to enhance digital sound from other multimedia sources. So if you have a 4-speaker capable sound card, and want to spend 
under $1 50, then it’s worth treating your ears to the experience of these great-sounding speakers. -Raphael Liberatore 



REQUIREMENTS: Any 
computer with a 2 - or 4- 
channel sound caid, 
preferably SoundBlaster 
Uvet 

■ S1S0 

■ Cambridge Soundworks 

■ www.creatTve.com 


Gamers wanting solid per- 
formance at a reasonable 
price. 


Flimsy rear speaker stands. 
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RDGGO 5.1 DIGITAL AGDIO SYSTEM 


I hen I first heard about these 
I speakers, they sounded too 
I good to be true. A complete 
5.1-speaker system with built-in Dolby Digital decoding and a remote control 
for $199? With tons of input options, including an optical connection? And 
2500 watts of total power? Never mind that normal power outlets can't 
provide that much juice - we just had to see if Jazz Speakers' Rocco 5,1 
Digital Audio System could deliver. 

Unfortunately, about the only place these speakers sound good is on 
paper. The miniscule satellites can produce some sweet, rich highs, but come 
up flat in the mid-range. You would think that the powered subwoofer would 
mitigate the problem, but, sadly, it's among the weakest I've ever tested, I had 
to feel it to see if it was even on, and with a bottom end of 50Hz it's giving 
up where a good sub would just be getting warmed up. The system is plenty 



REQUIREMENTS: Sound card with 
two outputs. 

B $189 

B Jazz Speakers 
B www.jazzspeakers.cani 


Those who want to br^g 
about having 2,SQ0-watt 
speakers. 



loud, but 
raw volume 
not tempered by 
good fidelity is both mean- 
ingless and disappointing. 

Although the overall package looks good there are some serious draw- 
backs to the design. The Dolby decoder hardware is built into the center 
channel speaker, meaning the myriad cables that plug into the back must 
reach farther than they normally would. Users will also have to deal with the 
fact that the included speaker wires are permanently fused to the satellite 
speakers so there’s no good way to lengthen them. The remote is handy and 
the number of inputs should meet anyone's needs, but this all-in-one kit is 
obviously aimed at those who value marketing claims over audio quality, 

- T. Byrl Baker 


E very year, companies come out with siick-laoking devices that seem more inter- 
ested in feeding our jones for form than our need for function. Had it not been for 
our previous experience with Monsoon's products, though, unpacking their latest offering, 
the MM-2000 Flat Panel Surround System, would’ve preceded a sigh and a breathy “here we go 
again." The thing is, though, these speakers strike that oft attempted - yet rarely achieved - 
balance between form and function. In other words, these speakers sound as good as they look. 
The kit ships with a solid 1 00-watt subwoofer, four 60-watt satellites, and a well designed 

remote unit that boasts volume, fader, and bass controls, as 
well as a mute button and a headphone jack. We decided 


i.l'Capable 


REQUIREMENTS: 
sound card. 

■ $299 

■ Monsoon 

■ www.monsoonaudio.com 


Gamers wanting solid per- 
formance at a reasonable 


Crisp sound, solid sub- 
woofer. 






to put the MM-2000S through their paces with 
our standard suite of.. ,uh... "tests." We 
played QUAKE III; TEAM ARENA, 

UNREAL TOURNAMENT, and 
Half-Life, and the MM-2000s 
handled everything from loud 
explosions in all three games to 
the low crunching sounds of stepping on 
HALF-LIFE’S extraterrestrial insects. 

Sticking with our theme of giving speak- 
ers everything we've got, I spent several 
hours - deadlines be damned - watching a 
collection of DVDs including Saving Private 
Ryan, Fight Club, and The Matrix. The MM- 
2000s performed as expected and delivered 
performance that’s hard to knock. The sub- 
woofer boasts two passive radiators that serve to give 
the system unrivaled low-end performance which makes Saving Private Ryan's 
opening scene all the more disturbing. 

Coming in at just under $300 the MM-2000s are easy to like; they look good, sound excellent, and are 
reputable company. If only they came with stands for the rear speakers. -William O'Neal 


manufactured by a 
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'Best Action/Adventure Game of E3. 
'Oni is an action gamer's dream." - < 


Game Critic's Award 


BRUTRL UHRRmED COmBRT 


• An intense action thriller comes to life with exciting Anime style characters and storyline. • Revolutionary gameplay blend of hand to hand and 
weapons combat. • Easy to learn fighting system with cool, lifelike and realistic moves. • Arsenal of weapons includes pistols, rocket launchers, 
energy and projectile weapons. • Available for PC and Mac. 
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BY DAVE SALVATOR 


The Hardware Odyssey 

Milestones in the never ending quest for the perfect gaming gear 


games of every stripe have blasted 
into the third dimension. The early 
versions of DirectX were shaky, and 
these companies' APIs were key to 
making 3D games happen. 

Windows 9X/DirectX 


R emember when the measure of who had the bad- 
dest Kung Fu was how much of your 640k of base 
memory you could free up? How about running 
doom's then-revolutionary 2.5D engine at the amazing reso- 
lution of 320x240? In keeping with this month’s 200th issue 
theme, I thought I'd take a look at how far we’ve come in the 
last 20 years. Appreciation of the road traveled not only puts 
where we’ve been in perspective, but reminds us that current 
hardware and game engine technology— impressive as it is— 
is just another stop along the way, especially given what's on 
the horizon with DirectX 8’s programmable 3D pipeline. 

So here's a brief look back at some of the most signifi- 
cant hardware advances that have changed our gaming 
lives. 


Windows 3.1 was an abysmal place 
to try and run a game, which explains why that era’s best 
games were written in DOS/DPMI. Windows 95 was 
Microsoft’s first step into a 32-bit OS, though its need for 
backward compatibility meant that it couldn't be a pure 32-bit 
OS like its big brother, Windows NT. Windows 9X then met 
up with Alex St. John’s brain-child, DirectX, whose ambition 
was for a game to run on all hardware, and for a piece of 
hardware to be able to run all games. Oh. there were some 
acute growing pains along the way, like DirectX occasionally 
hosing Windows— forcing a tedious OS install. But DirectX 


Intel 80386 CPU 

Introduced in 1985, the 386 chip was the first multi- 
tasking processor, meaning that it could run more than one 
program at once. Its 32-bit architecture also allowed develop- 
ers to move more data through the CPU, and paved the way 
for DOS Protect Mode Interface (DPMI), giving game develop- 
ers access to extended memory using a flat memory model. 
DPMI-based games included DUKE NUKEM 3D, DESCENT, and 
WARCRAFT 2, 
among others. 

Ad Lib Sound Card/SoundCanvas 

The original PC had a speaker, but it 
lacked an audio processor and so was 
limited to "squeak, honk, and fart” 
audio. But along came a little game 
called WING COMMANDER that suddenly 
made it loud and clear that game audio 
didn't have to squeak, honk, and well, 
you know. 

WING COMMANDER’S soundtrack also 
showed the power of a good General 
MIDI synthesizer, and the Roland 
SoundCanvas suddenly found a home in 
gamers’ systems. 

Special mention should go to the 
Sound Blaster sound card for creating an 
industry-wide PC audio standard, and to John Miles and com- 
pany for creating the much-needed development tools. 

Bendition \/1000/3dfx Voodoo 

Although VESA and the UniVBE driver helped bring gam- 
ing graphics a good ways along, it was the arrival of two 3D 
graphics accelerator chips— Rendition’s VIOOO and 3dfx's 
Voodoo — that sparked an irrevocable revolution in PC games. 
These chips and their proprietary APIs— 3dfx’s Glide and 
Rendition’s SpeedySD — made games like Papyrus' NASCAR 
and most notably id’s QUAKE leap off the screen, and today. 


The original PC had a speaker, hut it 
lacked an audio processor and so was limited 
to “squeak, honk, and fart" audio. ( 



has steadily improved, as has the hardware it runs on and the 
games that run on it. 

Aureal Vortex 

Creative Labs built an empire in the 1990s, having out- 
dueled nearly every competitor in its market. And like any 
good empire, complacency set in, and the giant nodded off to 
sleep. The rude awakening came from an upstart startup 
called Aureal, whose Vortex chip brought sound 
into the third dimension and onto the PCI bus. 3D 
positional audio was the jump-start PC audio need- 
ed, and games like JEDI KNIGHT, THIEF, and 
Unreal tournament showed this technology's 
mettle. And, two-channel positional audio paved 
the way for 4.1 and now 5.1 gaming audio. Sadly, 
Aureal has since closed its doors, and its patent 
portfolio was auctioned off to— guess who— 
Creative Labs. DirectSoundSD and Creative's own 
EAX extensions to that API have become the stan- 
dard development tools now, but who knows what 
Creative has in store for this technology. 


The 386 chip ushered PC gaming into the 
32-bit era. 


At the dawn of the 3D Era, there were signs that 
3D graphics’ voracious bandwidth would soon out- 
strip PCI’s paltry 133Mbps. Not only did 3D need a bigger 
pipe for itself, but this bus-hog needed to make way for 
newer PCI sound cards, network cards, and modems. AGP 
doubled PCI's peak data-rate and provided new features like 
AGP texturing that allowed a 3D processor to directly access 
a piece of system memory as though it were "additional” 
video memory. AGP today stands at 4X. with a peak data-rate 
of l.lGB/sec; AGP 8X, due out later this year, will double 
that. K**!'.'/ 

What technology do you think has made the biggest impact 
on gaming? Let us know at cgw_haidware@ziffdavis.com. 








by Dave Salvator 


+Tech Medics 


YouVe Gat Gbjestions, WeVe Gat Answers 


Wounded on the technological front? Our medics may be able to patch you up and get you back in action. Send 
your gaming-related technical questions to cgw_hardware@ziffdavis.com. 


Rocky Mountain 
High 

I live a number of miles from 
Colorado Springs, and my 
choices for Internet access are 
rather limited. While cable and 
DSL will probably not be an 
option for a year or more, I 
have discovered that 1 can use 
Sprint's broadband direct. This 
method is similar to satellite, 
but it is both upload and 
download and via an antenna 
on top of the local mountain 
range. I am looking primarily 
for faster access for gaming. 
I’ve read that satellite Internet 
doesn't work well for gaming 
due to the difference in down- 
load and upload speeds. The 
Sprint webpage advertises 
typical download speeds of 
512Kbps to 1.5Mbps and up- 
load speeds of 256Kbps. Do you 
think this service will work 
well for gaming? 

I've heard good things about this new type of 
wireless broadband in terms of its online gaming 
performance, and you're absoiutely right about 
DirecPG/QirecDuo being a bad fit for online 
gaming. Its data rate is advertised at around 
400Kbps. but its latency is unacceptably high for 
gaming. The newer "cellular-like” wireless 
broadband supposedly has much lower latency, 
but talk to a rep at Sprint and explain, using 
words no more than one syllable, that low laten- 
cy is really important, and that your ping time to 
your first hop should be under 30ms. Also men- 
tion that you'd like to be able to see game 
servers with ping times under 100ms. Be careful 
of the answer because he or she may a) not 
really understand the question (hence the neces- 
sity for monosyllabic words) or b) just tell you 
what you want to hear for the sake of hooking 
another customer. I'd suggest surfing www 
.dslreports.com as well as the comp.dcom.xdsi 


newsgroup to see if other users have reported 
good or bad news about Sprint's online gaming 
performance. Another way to search the UseNet 
is go to www.deja.com and search for “wireless 
broadband." 


What’s the Word? 
Thunderhird 

I'm a little confused. What is 
the difference between AMD's 
Athlon Slot A and Socket A 
chips? What does this differ- 
ence mean (if any) to comput- 
ing performance? I ask mainly 
because of January’s "Killer 
Rigs" article. 

For both ma- 
chines an AMD 
Athlon is listed. 

The mother- 
board is an 
ASUS A7V. As I 
understand it, 
this mother- 
board is for 
socket-A chips, 
though I often 
hear the socket- 
A chips referred to as 
"Thunderbird.” What's the dif- 
ference? 

There Is still some confusion surrounding the 
current AMO products, but that should go away 
soon enough as AMO sunsets its Slot A offer- 
ings. AMD's Thunderbird GPUs are still marketed 
as Athlon, and these are the newer CPUs, whose 
clock is at least BOQMHz that go into Slot A. 
These chips also have 256KG of on-chip Level 2 
cache. The Thunderbird Athlon is the GPU you're 
going to want, and the A7V is both Thunderbird- 
and Duron-ready, since both chips use the Socket 
A interface. In terms of performance, having the 
L2 cache on-chip does help somewhat, and 
although the gains seen by having it aren't huge, 
every little bit helps. What's better about on-chip 


L2 cache is that it runs at the same core clock 
rate as the GPU, whereas external L2 caches 
have to be run half, or even a third of the CPU's 
core clock. The A7V is pretty much the best KT- 
133-based Athlon motherboard going, which is 
why we recommend it in both of our Killer Rigs. 


Teen Trouble 

I have a pretty much extinct 
system, a Pentium-Ill SOOMhz, 
64MB of SDRAM, an A'n Rage 
128 16MB. I’d like to get a new 
3D card but my dad (I’m 14) 
won't let me get a new one 
unless I save up my money. But 
if I do save up and 
get one, what kind 
of 3D card should I 
buy for my setup? 

By the way you've 
got a great maga- 
zine, despite what 
PC Accelerator used 
to say about your 
magazine. 

Well, I wouldn't say your system 
is extinct, but let's just say it's 
probably on the endangered species list. And as 
for PC Acceleralor, we're still here and they're 
not. 'Nuff said. To breathe a little more life into 
that rig, I'd look at a 3D card that uses nVidia's 
GeForce 2 MX chipset, like the Hercules 3D 
Prophet [j MX, which retails for about S120. 

This 32MB board will pace a GeForce 2-based 
card on almost everything except 32-bit color 
and high resolution, but if you game at 
1024x768x16. you'll be fine. If after making Ibis 
upgrade you're finding your performance is still 
kind of pokey, consider another 84M6 ot system 
memory. If your motherboard has DIMM sockets, 
yoo can get a 64MB DIMM of PC133 SDRAM, 
and it should work with your motherboard, but 
check your motherboard to make sure it uses 
DIMM sockets. At press time. G4MB of PC133 
SDRAM was going for about S30 to $35. 



An Athlon socket 
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Voice Control for Games & Simulations 


Powerful command editing 

The Game Commander Studio gives you full access 
to all your commands and supports cut, copy and 
paste operations to make editing a snap. 


Adjustable actions 

Rne tune any keystroke or action for 
maximum control! 


Multi-channel auto fire 

Say a command and have it repeated continuously until you 
tell it to stop. Issue more commands while auto fire runs, 
including more auto fire commands! 

No voice training required 

Just type in what you want to say and you’re ready. 

Massive macro capabilities 

Unleash up to 256 keystrokes per voice command. 

Easy keystroke entry 

Just press the key as you would in the game. Many special 
Windows keys and combinations are also supported. 

Extended actions 

Configurable delay, key up, and key down actions, and step 
sequencing add more control capabilities than ever before. 


Free Trial Download 

www.gamecommander.com 


'orks with many voice chat programs 

;e push-to-talk to switch between Game 
immander and popular voice chat programs 
indows 9* 6i Me only). Or use push-to-talk aione 
enable command recognition. 


Available voice training 

For special cases, strong accents or 
non-English commands, voice training 
takes only three utterances. 


Sontage Interactive 

A division of Mindmaker, Inc. 

224 Airport Parkway, Suite 550 
San Jose, CA 95U0 USA 
Tel: 408-467-0457 
Fax: 408-467-9202 
gcsales@gamecommander.com 


Windows 
95,98, Me 
2000 
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CG TIPS 


Red Alert 2 


III Ahhh, the Chronosphere, previously the 
least useful Red alert superweapon, now per* 
haps the most useful superweapon. No longer 
does it transport friendly units only! No longer 
does it kill infantry In APCs! No longer does It 
take forever to charge up! These three attributes 
make the Chronosphere a deadly offensive, 
defensive, and harassment tool, 

Offensive Uses 

1. ChronoshtfUng things where they 
shouldn't be Does your enemy have a small 
lake near his or her base that's inaccessible to 
your navy? Perhaps a small plateau with no 
access ramp? Chronoshift a nice long-range 
weapon there (with some anti-air backup, 
preferably) and watch your enemy’s base crum- 
ble as you pound it from where he or she least 
expected it. 

2. Chronoshifting Engineers Fill some trans- 
ports (either hovercraft or helicopter) or IFVs 
with Engineers. Chronoshift Inside the enemy 
base. Take over and sell his or her buildings. 
Wash, rinse, repeat. 

3. Chronoshifting Tanyas See above. Replace 
“Take over and sell buildings” with “Blow the 
!%&!$?! out of them!” 

4. Chronoshifting diversions Use the 
Chronosphere to place a detachment of armor 
off to a flank, and attack with it to create a 
diversion for your main force. 

Defensive Uses 

1. Chronoshifting things where they 
shouldn’t be (again) Enemy long-range cruis- 
ers aamping your style? Got a detachment of 
Iron-Curtained Apocalypses running amok in 
your base? Chronoshift the suckers where they 
shouldn’t be. In the case of Dreadnaughts or 
Carriers, chronoshift them onto land, where 
they’ll immediately blow up. in the case of 
tanks, chronoshift them into the sea where 
they’ll immediately sink. If you've got problems 
from both land and sea, chronoshift the ships 
on fop of the tanks. In the case of exposed 
infantry, just chronoshift the poor suckers any- 
where and they'll die. 

2. Chrono-messing-up best-laid plans If your 
opponent starts amassing really expensive 
units somewhere in the map, chances are 
they're all bunched up. Why not chronoshift a 
few of them into a deathtrap? Either set up a 
shooting gallery for your units and defensive 
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structures, or chronoshift the units where the 
sun don’t shine (underwater). 

Harassment Purposes 

1. Chrono-harvester-killing Locate your foe's 
harvester. Chronoshift it somewhere bad. 
Repeat every five minutes until opponent goes 
insane. 

2. Chrono-bye-bye-MCV-Ing See MCV. 

See MCV leave to set up new base. 

Go, MCV, go. 

See MCV get chronoshifted into the lake. 

Sink, MCV, sink. 

Counters 

Most of these tactics can be countered simply 
by paying attention. You can move things out of 
the Chronosphere target area before the 
chronoshift starts, and if your opponent hasn't 
bookmarked the place he or she wants to 
chronoshift your guys or if it isn’t right next door, 
then you have a chance to escape. 

Also, make liberal use of the “X” key, which 
scatters your units. Try not to rally your produc- 
tion buildings to places where the units will 
bunch up and make an easy chrono-kill. Most of 
alt, keep a watch on your opponent Remember 
that the Chronosphere opens up a minute before 
It can launch. Be alert for this and be ready for a 
chronoshift 

Be sure to guard all entrances to your base, 
even just with token units or structures (like 
walls), and sprinkle anti-infantry units or turrets 
all around your base to prevent Engineer/Tanya 
chrono-attacks. 

Or, of course, you could simply prevent your 
opponent from ever having the time, money, 
space, or power to build a Chronosphere in the 
first place, -T/m Gokcen 
For writing quite a nice guide on the 
Chronosphere for RED ALERT 2, we’re giving Tim 
copies of DOGS OF WAR, EVOLVA, and AMAZONS 
& ALIENS. Enjoy! 


MechWar 


111 One of the biggest 
differences between 
MECHWARRIOR 4 and the 
previous games is heat. 
Formerly, weapon fire had 
to be carefully managed 
because excessive use of 
weapons could lead to 
rapid overheating. This was 
a major consideration in 
Mech design, and weapons 
that generated rapid fire- 
power with little heat were 
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Hitman: Cade 47 



ir 4: Vengeance 


very valuable. In 
MECHWARRIOR 4, heat con- 
siderations have been 
reduced to the point that 
there isn't even a function 
for the chaining of weapons 
(firing the weapons in a 
group in succession rather 
than simultaneously) to 
reduce heat buildup. 

Despite this, there is one 
way in which heat can 
become a problem very 



quickly. The Flamer is an 
excellent weapon because 
no matter how well cooled 
your Mech is, a couple hits 
from a Flamer can send 
heat levels into the critical 
zone very quickly. Some 
newer MECHWARRIOR 4 
players might not even be 
used to having to deal with 
heat management and can 
be quite vulnerable in a sit- 
uation where they suddenly 
can’t fire their weapons 
at will. 

One effective tactic is to 
mount the Flamer on a fast 
Mech like the Osiris and 
use it to hunt large Mechs. 

In a fast Mech, you can 
sometimes get behind an 
enemy and, in a Mechlike 
version of the aerial-combat 
scissors maneuver, remain 
there by simply turning with 
it whichever way it goes to 
try and escape you. Since 
your turning radius will be 
better, you can simply 
follow it. 

in multiplay, a couple of 
fast Mechs with Flamers 
can wreak havoc on a team 
of heavies when they coor- 
dinate with some longer- 
ranged backup. Using their 
mobility to close and avoid 
damage, the Flamer Mechs 
can heat up the heavies and 
set them up for the kill by 
the big guns in the rear. 

Just don't get picked off on 
the way in. Make sure you 
have jump jets for a fast 
escape. 


■ Open up your Hitman.ini file, located In your hitman 
directory. Add the line “enableconsole 1” to the file. When 
you’re playing a mission, simply hit the - key. Type any of 
these codes for the desired effect: 

Code Result 

god 1 God mode 

giveall All weapons with max ammo 

infammo Unlimited ammo 

invisible 1 Invisibility 



No One Lives Forever 


■ During the game, press “T” and then enter the following 
codes: 


Result 
-- God mode 


Code 

mpimyourlather 

mpwegotdeathsfar Infinite ammo 

mpkingoltehmonstars Ail ilems/weapons & unlimited ammo 

mpmaphole Complete mission 

mpdrdenlz Full health 

mpwonderhra Full armor 

mpyoulookllkeyouneedamonkey — Add all armor options 

mpgoatlech All weapon upgrades 

mpasscam Srd-person view 

mprosehud or mpracerhoy Spawn snowlruck 


American McGee’s Alice 

■ Turn on Console Mode in the Options menu of the game. 
While you’re playing, bring up the console and type any of 
the following codes: 

god God mode health # Set health to # (100=Fult) 

wuss All weapons notarget...„. Invisibility 

noclip No clipping mode give all All weapons and ammo 
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III Under most forms of government, your empire can withstand 
brutal oppression. On the Empire Manager screen, reduce Rations 
to the minimum, increase Production to the maximum, and reduce 
Wages to the minimum. This will lower your base happiness, but 
the increase in growth, production, and income will easily offset 
the cost of the Happiness structures you'll have to build In your 
cities. The minimal food, long work hours, and low pay might cause 
some cities to riot, particularly newer cities without shrines, the- 
aters, or arenas. In these cases, an entertainer or two from the 
Specialists tab on the City Manager screen will keep them in line. 


Organize your units Into 
armies with distinct 
functions, and name 
them accordingly. 


Click this off and select Show Borders 
to get your bearings. If you Hide 
Cities and Show Units, the mini-map 
can be a useful early warning indica- 
tor of incoming armies without your 
having to scroll around the main 
screen looking for them. 


This makes it much easier 
to keep track of all your 
units on the Unit Manager 
screen. You can click on 
the Army heading to 
organize ail your units by 
armies and see who’s 
doing what and where 
they’re doing it. 


The mini-map screen is nearly 
impossible to read with the Show 
Terrain Detail activated. 


You’ll note that lowering your Military State from War to 
Peace doesn’t look like it will save a lot of production (you 
can click on the Military Upkeep tab to toggle between a 
percentage of your production and the actual amount), but 
the amount it saves each turn does add up. Scaling down to 
Peace levels makes a significant difference when you can 
afford It. 
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Sacrifice 




■ Dave Perry kicked our ass in SACRIFICE, and he did it 
right at the beginning of a game. We asked him to teach 
us how to do that. Here's his response; 

Run for the nearest fountain, casting four mana hoars 
on the way there. Then speed yourself up and zip around 
collecting souls. During travel, keep making flying crea- 
tures; they'll keep up with you as you’re zipping around. 

Use the mini-map to help steer the fastest course from 
soul to soul. Think of it as a land grab; Get out fast, get 
everything, then teleport everyone back to your altar 
and gently build up a big force (to make sure all your 
creatures make it back after a teleport, issue a retreat 
command). 

When you have all your creatures around you, set the 
mana hoars to group 9, and tell them to guard you In 
semicircle formation. Set your flying creatures to group 1 and 
tell them to guard you in line formation. Set your long-range 
creatures to group 2 
and tell them to 
guard you in semi- 
circle formation. Set 
your melee crea- 
tures to group 3 and 
tell them to guard 
you in wedge forma- 
tion. Now when you 
face your enemy, the 
mana hoars and 
long-range creatures 
will stay out of 
harm’s way, the 


melee crea- 
tures will dive 
right in, and 
the flying 
creatures will 
all fire at 
once from 
their line. 


When you 
see the enemy 
wizard, target 
everyone on it 
and fire every 

spell you've got. This usually will take it out, leaving its crea- 
tures at your mercy. Kill them and quickly convert their souls 
before it gets back. 

Remember the best place to fight a bat- 
tle is with your back to a manalith you own. 
Taunt the enemy and pull it to where you 
want the showdown to happen. Bind the 
spacebar to your basic attack spell so that 
during a battle, if you see a Sac Doctor car- 
rying off one of your valuable souls, you 
can intercept it by just hitting the spacebar 
and clicking on it. 


(SPOILER! SOLUTIOH TO END GAME ENCLOSEDII 


Space Empires Ilf 

■■■ As your empire expands, you’ll find that ship maintenance becomes a larger and larger per- 
centage of your budget. Ships are expensive to begin with, and as you expand in various direc- 
tions, the more ships and structures you need for defensive purposes, One way to deal with this 
is to construct defensive fleets and bases, place them in strategic positions inside your empire, 
then mothball them. Mothballing will conserve your resources, because mothballed units require 
no maintenance. But because they’re already built, they can become operational immediately 
and respond to enemy incursions in less time than it takes to build a fleet from scratch, 

Mothballed fleets shouldn't be used at the edge of your empire, though, because mothballed 
units are defenseless. Without any crew or weapons, they'll be easy targets for attackers. Place 
them behind an early-warning screen and monitor them regularly. Make sure they're out of range 
of any first-turn sneak attack, or you’ll be facing your own Pearl Harbor. Also, make sure not to 
spend all of the resources you’ve saved by mothballing your fleets on something else. 
Mothballed units don’t do you any good if you 
don't have the resources to un-mothball them. In 
such a case, they’re simply sitting ducks. 

A good network of mothballed ships and bases 
can serve as a cheap but effective standing 
defense force. Just be certain to monitor the tech 
levels in the game and make sure you’re not rely- 
ing on fleets or bases that have become obsolete. 

A mothballed defense system can turn out to be a 
paper tiger if you leave it too long without 
upgrades. If you're committed to a mothball strat- 
egy, periodically cull the obsolete units from your 
navy. You don’t want to find that the fleet you’ve 
just revived isn’t much more effective now than it 
was when it was in mothballs. 




Escape From 
Monkey Island 


■ The final battle with LeChuck seems tricky at first. 
Since both of you regenerate, you two will never be 
able to inflict enough damage on each other to 
make for a decisive victory. Remember, back 
in Monkey Kombat training, what the monkeys tend- 
ed to do whenever you ended a round in a draw? 
(Both of you end up in the same fighting stance.) 
Three draws will result in head-smacking monkey 
mayhem. 
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The X-Facto 


THE BEST CIVILIAN 
YOU NEVER PLAYED 


W hile you were walking past the sim section of 
your local computer store during the holiday 
season, you may have seen a shiny new box 
on the shelf emblazoned with an X-PLANE logo. 

X-PLANE (www.x-plane.com) is a civilian flight sim 
without equal, and the only thing that kept it out of the 
hands of the majority of sim fans for so long was its for- 
merly high price: nearly $200. 

After spending several weeks with the product, I can 
honestly say it is worth that much, and at its current 
price of $40 to $75, it’s a steal. Where else can you find 
a flight model that handles everything from scale-model 
remote-control aircraft to the Space Shuttle with equal fidelity? It took Microsoft years to give FLIGHT SIMULATOR'S 
engine the capability to handle supersonic planes and rotorcraft. Those are old hat to X-PLANE, which also models 
jump jets like the Harrier and tilt-rotor planes like the V-22 Osprey better than any simulation I've ever tested. 

Other flight sims give players a paltry number of planes to fly, and even though the FLIGHT SIMULATOR series is 
open-ended so new planes can be added, it doesn’t come close to matching X-PLANE's expandability. The current 
version comes with more than 40 planes and helicopters that all have distinct flight characteristics. If the aircraft 
you want isn't included, you can fire up the includ- 



ed Plane Maker software to modify one of the 
existing planes or concoct your own design. It’s a 
little difficult to use, but only because it is so capa- 
ble. It’s accurate enough, in fact, to have been 
used as the primary design tool for the real-world 
Wing Company Atlantica aircraft scheduled to fly 
this summer. (You can learn more about the 
Atlantica project at www.wingco.com.) 

The amazing thing is that the flight character- 
istics are based solely on a plane's shape, 
weight, and power plant. There’s no trickery or 
fudging involved, just accurate math. The 
game even comes with a Martian environment 
that does an incredible job of showing how 
much Earth’s atmosphere and gravity differ 
from that of our celestial next-door neighbor. 

So why am I talking about this game in the 
Homebrew column? Because one extremely 
bright guy— Austin Meyer— is pretty much 
responsible for the whole thing. He’s been 
selling the "game" online for years now 
and putting out new point releases about 
once a month, and the fact that X-PLANE 
is now available on store shelves is a tes- 
tament to both his hard work and X- 
PLANE’S burgeoning popularity. It's simply 
incredible that a few passionate designers, 
backed by a legion of fans, can create a product 
that competes with the stuff coming from big 
guns like Microsoft and Terminal Reality. If you 
like to fly, don't miss it. SSJ 


Yes, I'm talking about that game a 


Favorite Gaming Moments: COMBAT MISSION 

G aming has been my No. 1 priority ever since I got my first 
Fairchild Channel F system, so trying to pick a single 
greatest moment is frustrating at best. Sacking Panama with a 
skeleton crew and retiring as a King’s Advisor in PIRATES? 
Finally knocking the title character on his ass after weeks of 
failed attempts in MIKE TYSON’S PUNCH-OUT? Winning my 
first DOOM deathmatch? Experiencing that first ses- 
sion of TETRIS that lasted so long I could still 
see pieces falling when I closed my eyes? 

' Those are some powerful memories, but all my 
years of playing hundreds of games on dozens of 
platforms didn't prepare me for the impact Big 
Time Software's COMBAT MISSION has had on my 
free time. It's the Big One - the game I’ve been 
waiting to play for as long as 1 can remember. It’s 
far from flawless, but no title has done a better job 
of meshing with my interests and consistently 
exceeding my expectations. 

Throughout more than 1 00 missions, I've yet to 
experience one that hasn’t surprised me in some way, 
delivering a new "greatest moment" each time I play. Best of 
all, with a design team so committed to both improving the 
product and keeping it open so others can make it better, I 
imagine this game will continue to deliver the same level of 
entertainment for years to come. 




I BY DESSLOCK desslDcl(@desslflck.coin ] 


Days of Future Past 


BPGS ARE BETTER THAW EUEB, BUT THOSE DLD-SCHDDl GAMES ROCKED. TDD 


S eventeen years ago I hocked baby 
Christmas trees that I had 
stealthily uprooted in a nocturnal 
excursion to a neighboring forest. The 
motivation for my clever caper was to 
scrounge up enough greenbacks to 
procure a shiny new Commodore 64 so 
I could play a Sierra On-line game that 
enthralled me: ULTIMA II: REVENGE OF 
THE ENCHANTRESS. Weeks later, I used 
the ring donated by Father Antes 
to pass unharmed through Minax's 
deadly energy barriers and invaded her 
stronghold, slashing at her teleporting 
form while evading her fearsome 
Balrog guards. The moment she was 
finally dispatched remains one of my 
favorite gaming experiences, and was 
worth each and every painful ever- 
green needle. 

It seems appropriate to use CGWs 
200th issue to pay tribute to some of 
the RPGs that have graced computer 
screens over the past two decades. 
Current RPGs look and sound better 
than older classics, and they're accessi- 
ble to a broader range of gamers. But 
even when the available technology 
was relatively limited, talented devel- 
opers found a way to construct worlds 
and adventures at least as interesting 
as any found in contemporary games. 

In Praise of the Old School 

The 64 kilobytes of memory and rudi- 
mentary video processors on the hard 
drive-less C-64 obviously were not as 
capable of pumping out the same cal- 
iber of visuals and tunes as current 
256MB, Dolby Digital, and Geforce2- 
equipped demon machines. Yet when 
they were initially unveiled, the graph- 
ics and music offered by older RPGs 
were just as impressive as those fea- 
tured in today's masterpieces. 

The towering frost giants in ICEWIND 
DALE and the 3D landscapes of ULTIMA 
IX's Britannia look remarkable, but so 
did the gigantic dragon in DUNGEON 
MASTER and the first-person perspec- 
tive of the original WIZARDRY game 
when we saw them for the first time. 



Scampering through the exotic locals of 
1999’S PLANESCAPE TORMENT was no 
more enjoyable than wandering 
through the colorful towns in 1988’s 
LEGACY OF THE ANCIENTS, especially 
since the buildings in the latter game 
had those cool disappearing roofs. As 
haunting as the sound effects were in 
SYSTEM SHOCK 2, the simple "twang- 
ing” of arrows being unleashed in 
POOL OF RADIANCE was just as enter- 
taining. The simple medieval chimes of 
ULTIMA III were as effective as the 
elaborate combat ballads of BALDUR'S 
GATE. It's always been rewarding to be 
able to boot up a computer RPG to hear 
and see fantasy worlds that pen-and- 
paper gamers can depict only in their 
imaginations. Luddites. 

Older RPGs could be incredibly diffi- 
cult, especiaOy since there were fewer 
resources for stumped gamers to turn 
to for assistance. Back then, you either 
relied on snail-mail hint-zines like 
QUESTBUSTERS or on sage tips from 
CGWs own Scorpia, as you could not 
get virtually instant answers online. 
Current gamers may brag about surviv- 
ing the complex battles in BALDUR’S 
GATE II, but those melees are kinder- 
garten romps compared with the 
deathtraps routinely stocked in older 
RPGs like WIZARD’S CROWN and 
MIGHT AND MAGIC I. Older games usu- 
ally gave players only one saved game 
slot, so it was risky to rely on the 
save/reload strategy so frequently 
used today. It was a meaningful accom- 
plishment to complete some of those 
classic games. 


Some fans of action/RPG hybrids may 
believe that those sorts of games didn't 
really exist prior to DIABLO. As anyone 
who was ever stalked by the incredibly 
swift vampires that patrolled GATEWAY 
TO APSHAI will recall, action/RPGs 
hybrids have been around for a long 
time. Even though an increased 
emphasis on action shouldn't necessar- 
ily make combat less tactical (as 
BALDUR’S GATE effectively demon- 
strated), some veteran fans of the 
genre are dismayed by the more 
action-oriented focus of most current 
RPGs. While there's no reason current 
RPGs can't include detailed tactical 
combat, older games such as ETERNAL 
DAGGER and the gold box D&D games 
made its inclusion seem routine. 

A Better Tomorrow 

In many ways, developers haven't 
yet exploited the potential of today's 
more powerful hardware. Each non- 
player character in ULTIMA V had 
a unique daily schedule and an individ- 
ually decorated home, stocked full 
of interactive items. Inexplicably, few 
games released since ULTIMA VII have 
featured gaming worlds with environ- 
ments as interactive, or inhabited 
by NPCs as sophisticated. Similarly, 
while recent games like FALLOUT offer 
tremendous non-linearity and charac- 
ter variations, no game has featured 
as ambitious a design as ULTIMA 
IV'S quest to develop a more ethical 
alter ego. 

A few years ago, the offerings were 
so sparse that it was easy to conclude 
that RPGs would never be as good as 
they once were. But the genre has 
since impressively rebounded, and its 
future remains promising; future 
games should improve on every aspect 
of their predecessors. But we owe a lot 
of fond memories to the RPG develop- 
ers who toiled with less sophisticated 
tools, yet crafted games every bit as 
good— and in some ways superior— to 
those currently available. Thanks for all 
the great memories. Kd'.'/ 




rMASSIVELY MULTIPLAYER 


I BY THOMAS L. JVICDONALD c!]wl[!Uers@zi{fdavis.com 


Massively Multiplayer Memories 


T. LIAM MCOLDGUY TALKS ABOUT PONG ANO DOOM 


A pparently I misunderstood Poobah Jeff Green’s 
assignment for this landmark issue and wound 
up writing about the wrong "first experience." 
So. sadly, my wistful tale of Juanita the Donkey Lady 
and her Tijuana Trio (shows every half hour) will have 
to wait for my memoirs. 

It’s mighty sad to have to admit this, particularly 
since it makes me feel so damn old, but my very first 
electronic gaming experience was, ..PONG. When it 
was new. Even back then, in the rayon mists of the 
1970s, it was a fabulous multiplayer experience. Two 
men. Two knobs. Two dashes. And a dot. It is gaming 
distilled to its very essence. Take away all their fancy- 
shmancy graphics, sound, story, characters, dialogue, 
puzzles, combat, magic, physics, and controls and 
every game is really PONG. And just when you think 
the PONG formula is out of date, along comes a title like 
VIRTUA TENNIS, VT is PONG, and is so stupendously 
entertaining it reminds you that the classics never die, 
they just get more polygons. 

Of course, we don't remain young and innocent for- 
ever, Atari and Colecovision and Commodore gave way 
to my first PC, an 8086, and that’s when I really started 
gaming. For all you young’uns who think that outdated 
gaming means something that runs on a Monster II 
card, let me introduce you to our friend the text parser. 
That’s tight: When we were young, we had to play 
games without any graphics. My first was LEATHER 
GODDESSES OF PHOBOS, followed by HITCHHIKER’S 
GUIDE TO THE GALAXY and all the rest. They told 
decent stories, were usually pretty well written, and 
they challenged you to think and use objects in an 
absurdly illogical fashion. This may well be why I had to 
take algebra twice. 1 also remember some of them being 
full of dead-ends that required you to start over if you 
used an object up at the wrong time. That trend carried 
over well in the CGA era, and it always puts a pin in my 
nostalgia balloon. Come to think of it. those early games 


(P Takfi away all thfiir fanny- 

shmanny Qraphins, sniinri, 


story, characters, dialogue, 


pii7zlfiSj nomhat, magin, 


physics, and controls and 


every game is really PQNG Q 


kind of sucked. I wish someone from Infocom was here 
right now so I could smack him with a Babelfish. 

Text parsers may not have been cool, but DOOM was. 
It’s easy to forget just how amazing this tiring looked, 
sounded, and played at the time. We’re no longer inno- 
cent in the ways of the FPS, 
but when DOOM hit, it 
became my first real com- 
puter multiplayer experi- 
ence. I had made some for- 
ays into the dark and sor- 
did world of multi-user 
dungeons (MUDs), but 
that was an exercise in 
tedium to rank, perhaps, 
with a 7th Heaven 
marathon. Transplanting RPG gameplay (which 
had the sole redeeming factors of human interac- 
tion and mass quantities of beer and Doritos) to a 
text-only online version populated by postal work- 
ers and 28-year-old college students was just not a 
good idea. Strangely, many of them still exist, and 
no doubt Schwongnar the Clymidian is still there 
with his +18 Mace of Dread, 

DOOM, however, made multiplayer real. Forget 
about it jump-starting the first-person genre. 
Others, such as ULTIMA UNDERWORLD, did first- 
person much better. What DOOM gave us was 
nothing less than the future of gaming. Along 
with Kali, the software that essentially 
turned the Internet into a giant LAN, it laid 
the groundwork for all that was to follow 
in terms of multiplayer support. If PC 
gaming is to survive, it will do so 
because of the Internet. DOOM’S con- 
tribution to multiplayer gaming was 
so crucial that it almost makes up 
for BODY COUNT. Almost. 


Star Wars Galaxies 


But I want to be Jar Jar 


J ust in case you haven't gotten your fill of mediocre Star Wars single- 
player games, LucasArts and Verant/Sony have embarked on a plan 
to take the SW world massively-multiplayer. This will allow many 
more people to experience gaming joy such as that found in JEDI 
POWER BATTLES, FORCE COMMANDER, and REBELLION. The first 
installment of STAR WARS GALAXIES is planned to launch in 2002 (read; 
2003). Imagined as a massive RPG along the lines of EVERQUEST, it will 
allow you shape a character - Jedi, Wookie, Stormtrooper - through a 
skill-based system. The engine will be fully 30, drawing on EVERQUEST 
technology and moving into new turf. Not much else is available in the 
way of info yet, but you can keep an eye on the game's long, inevitably 
slow progress at www.starwarsgalaxies.com. 


CD. 
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I BY THIERRY “Scooter" NGUYEN thierry_nguyen@zi[fdavis,CDm | 

Frag Firte Five! 


THESE RRt 
GRERTEST RCTION 

grwies ever. 

NO dispute. 




DOOM II: HELL ON EARTH 

Yes, most people would credit DOOM, or even WOLFENSTEIN 
3D first, but here was the pinnacle. After debuting the engine 
in the previous game, this one went all-out in terms of enemy 
and level design. Remember the level with the eight doors, 
each beckoning you to open it and see what the heck the 
designer had in store for you? Or watching your hard, demon- 
slaying work become undone, thanks to that ever-so-annoy- 
ing Archvile? Or the appropriately absurd final boss, 
which turned out to be John Romero’s head on a stake? 

In place of narrative, id simply had you litter the 
walls with gunshots, enemy corpses, and 
mayhem. This one is the epitome of 
the simple— yet elegant— all- 
action shooter. 


HALF-LIFE 

I briefly entertained the notion 
of leaving HALF-LIFE off the list for 
kicks, but then I realized that I'd be 
flooded, nay, engulfed in angry or 
confused email. What could I say 
at this point? It just got inducted 
into the Hall Of Fame last issue, 
so there's already been a “why this 
game rocks” kind of write-up for it. Well, 
while cleaning my house recently, I did find an 
ancient tech demo (dated 1997) that featured 
skinnier, older Barneys, and a gigantic dancing 
robot. Too bad that robot didn’t make the cut for the 
final game. 


gratifying to exercise my flashes of proletariat rage by loading 
up the level that takes place in an office, and then shooting all 
the cubicles down. 


PRINCE OF PERSIA 

There’s been no greater swashbuckling game since this one 
(well, besides its sequel, but not the more recent 3D edition). 
PRINCE OF PERSIA had it aD; running, jumping, dodging nasty 
traps involving blades and other pointy things, and swordfights 
with all sorts of surly fellows. I could probably talk about how 
it also pioneered the way character sprites are animated. But 
that would take precious words away from reminiscing, further, 
about how much I liked to make the little prince jump around, 
cling to ledges, and generally one-up Lara Croft while she was 
still an idle, er, "daydream" in some designer’s mind. After all 
these years, this is still the best platform-style game the PC has 
ever seen. 


N ever ask an indecisive person to pick a definitive "five 
best games" list. Jeff Green blithely ignored that advice 
when he told me to pick the five best action games ever; 
I mean, I have a hard time selecting what to eat at McDonald's. 
So after hours of drinking, pontification, more drinking, and 
then some hearty debate with my non-gaming housemates and 
plants (hey, I was desperate for an audience). I finally narrowed 
it down. Here it is. Scooter's Official List of the Five Best Action 
Games in PC Gaming. Please send all hate mail to 
jeff_green@ziffdavis.com. 

WING COMMANDER II; VENGEANCE DF THE KILRATHI 

A high-concept, summer-blockbuster space opera— that’s the 
best way to describe Chris Roberts’ magnum opus. There are 
those who feel that either the third or fourth WING 
COMMANDER games were the best that Roberts put out, but 
they’re just plain wrong. WCII did what modern action games 
are trying to do; It fused narrative and action together into a 
tight package. It gave you a compelling reason to fly forth and 
tear those Kilrathi ships in battle. It made you care about its 
various characters, and then taunted you by killing them off. It 
also tapped into the inner Star Wars geek within, by providing 
one of the first opportunities to Ritter around in space and blow 
things up. Hopefully. Chris Roberts will find a way to use cur- 
rent technology to replicate the experience, and not try to make 
any more movies. 


CRUSADER: ND REMORSE 

Possibly the only game in which you can paint the walls with 
the blood of your enemies. While other action games were busy 
trying to out-Doom DOOM, CRUSADER brought us back to our 
roots. It demonstrated that you can stiO make a great action 
game, even if you were viewing your 
Crusader from a lofty, isometric per- 
spective. It had some of the most 
memorable weapon effects in 
gaming. Not content with mak- 
ing your half-wit targets slump 
down? You could energize them 
into dust, tear through them 
with really big bullets, or light 
them on fire- all to appease 
your inner sadist. Though, 
what really puts this on 
my list are the destruc- 
tible environments. If 
you saw it, chances 
are you could blow it 
up. It was extremely 
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BY ROBERT COFFEY roberi_cDt(ey@zi{t(lai/is.com 


All About Me 


WHEREIN CeiWS STRATEGV EDITOR WASTES AN ENTIRE PAGE TALKING AGOUT HIMSELF 


A S we've solicited readers for their favorite games and gaming moments over the past 
few months, I’ve grown aware of something; The best games become as much a part 
of the player as any other cultural experience. As vividly as I recall reading One 
Hundred Years of Solitude for the first time, as clearly as I remember the rundown 30’s era 
movie theater where I first saw Star Wars, I remember games and how a few special ones 
totally consumed me. 

Two hundred issues of CGW and 20 some years of computer gaming will make you reflect on 
your personal gaming history. These are the three strategy games that insinuated themselves 
most deeply into my life. 



X-COM: UFO DEFENSE 


A seemingly endless parade of great gaming moments, this Hall of Fame title is proba- 
bly my favorite game ever. With an ingenious blend of grand global strategy, nuts-and- 
bolts squad combat, and an RPG-style element of character development, X-COM con- 
sumed me like no other 
game. And when Lil' 

Jimmy, my grenade- 
lobbing packhorse, died 
on Cydonia while taking 
out the final alien, it was 
a bittersweet moment of 
triumph and tragedy that 
no game has ever 
matched. 



THE SIMS 


THE SIMS transcends simple play 
and becomes a subtle, insidious, and 
personalized commentary about the 
human condition and your own life. 
Spend a few hours with this game 
and you’ll start to see every action of 
your day-to-day life through the fil- 
ter of THE SIMS. This is arguably the 
most terrifying game ever invent- 
ed— just create a Sim based on your- 
self and see how you feel when the 
poor bastard winds up weeping in a 
fetal position on the bathroom floor. 



HOLLYWOOD MOGUL 


The best fantasy game I ever played— running my own movie studio. It wasn't flashy, it 
didn’t even have sound, and it definitely needed an Academy Award feature, but this 
remarkably detailed business sim let me finally prove to myself that I knew better than 
Hollywood. My fledgling studio slowly grew to profitability, producing a string of low- 
budget art releases that rode on the backs of a few yearly blockbusters. My biggest box 
office hits? The gripping docudrama OJ's Last Run, and the sex-and-violence loaded 
GuiiTits I, n, in, and IV. 


■ Who would have thought my words 
could inspire such vitriol? While I've 
grown accustomed to my reviews 
occasionally resulting in the “intense 
personal dislike" one game designer 
has confessed for me, I never expected 
this column to generate the malice dis- 
played on an AGE OF WONDERS Web 
forum, of all places. The best part of the 
“Robert Coffey MUST Die" thread at 
Valley of Wonders is the almost super- 
human amount of industry influence with 
which I am credited - I can't get my 
own kids to pay attention to me, yet 
supposedly I have the ear of every game 
company on the planet. 

Look for “Robert Coffey MUST Die” 
under General AoW Discussion at 
www.strategyplanet.com/aow/board/ 
and join in the loving vilification! 


Why Am I So 
Damn Smart? 

Because I play games, that's why 

■ What have I really gained from all this gaming? 
Am I in any way belter for playing EARL WEAVER 
Baseball, every Gold Box D&D game, and 
HALF-LIFE? I answer wilh an unequivocal “Yes," it 
only because of all the things I might never have 
learned were it not for games. 

Thanks to countless shooters, ! have a pretty 
good appreciation for the stopping power of a 
Desert Eagle handgun. I know more about the 
roles of specific player positions, thanks to the 
hours I burned playing TV SPORTS BASKETBALL. 
AGE OF EMPIRES taught me the usefulness of 
pike men in stopping cavalry charges; I grasp the 
peril and futility of an arms race due to BALANCE 
OF POWER; I understand newspaper editorials 
about civic growth better because of SIMCITY. 
And if our beloved Earth is ever menaced by 
hideous alien hordes from another dimension and 
every able-bodied citizen of this planet is pressed 
into service as a starfighter pilot, well, I'd like to 
think I'm ready to kill every last one of those god- 
less lontacled bastards, thanks to X-WING, TIE 
FIGHTER, and WING COMMANDER 2 . 3, and 4. 

In the end, I probably never needed to go to 
school - I just needed to play games. 



I BY GORDON BERG grognardigconcenlric.net 


Thanks for the Memories 


SOME OF CGVirS FINEST REFLECT OPON THEIR FAUORITE SIM MOMENTS 


I can honestly thank computer gaming for 
helping forge who 1 am today. Maxing the 
limit on my credit card while in college so 
I could buy my first computer — strictly to 
play games — ultimately changed my life. It 
led me to a new career, to the woman who 
eventually became my wife, and to covering 
games as a part-time journalist for CGW. For 
me, this 200th issue is about giving thanks. 

As a way of saying thank you, 1 thought 
it'd be appropriate to expand the scope of this 
column beyond myself for once and give a 
few of those who’ve written about simula- 
tions for CGIV in the past a chance to share 
some of their favorite moments on a comput- 
er. First up is Jeff Lackey, longtime free- 
lancer veteran and still occasional siin 
reviewer for CGIF: 

“When I started computer gam- 
ing more than 20 years ago, most 
games were arcade re-creations 
like SPACE INVADERS and PAC- 
MAN. SubLogic's FLIGHT SIMU- 
LATOR was a very austere pro- 
gram, with three 
crude dials on the 
bottom of the 
screen showing 
altitude, air 

speed, and direc- 
tion. The rest of 
the screen dis- 
played a world 
consisting of a 
10x10 black-and-white grid, a line- 
drawn runway, and a flat square 
representing your hangar. Today we 
gripe that a flight sim is 
"unplayable" if the frame-rate at 
1024x768 is less than 30 fps, yet I 
remember the first time I hit the 9 
key to start down that simple black- 
and-white runway (at about 0.5 
fps), the only terrain being a flat jig- 
gle line on the right, representing a 
mountain range. The ground fell 
away, I held my breath, and I was 
flying. In my mind, that black and 
white featureless terrain was a 
world filled with people watching in 
awe as my Cessna slipped the surly 
bonds of Earth and danced in the 
clouds. I was hooked." 

Next is a name that was ilie sim voice of 


TSO-PSt 





CGIV for quite some time, Tom “KC” 
Bashiim. Tom says he’s likely done with 
gaming joiinialism, but he was willing to 
come out of retirement briefly for this col- 
umn: 

“My most memorable flight sim 
moment came flying a two-piayer, 
cooperative mission in FLIGHT OF 
THE INTRUDER. On that Saturday 



afternoon, my wingman, Sticker, and I 
were reliving the air war over Vietnam 
in his living room. We had just 
crossed “feet dry," and I was flying 
high cover while Sticker rolled in to 
attack a bridge. I saw this puff of 
white off Sticker’s right 5 o'clock fol- 
lowed by a gray dot, clearly too small 
to be a MiG. Momentarily confused, 1 
suddenly realized I'd just witnessed a 
SAM launch and the dot was a mis- 
sile bearing down on Sticker’s F-4. 
“SAM! Break Right!" I shouted. From 
my perch at 18,000 feet, I watched 
as Sticker broke into the missile and it 
sailed harmlessly past him. It was the 
first time I’d seen anything like that in 
a sim." 

Finally, what would a 200th issue be 
without Denny Atkin? I owe a huge 
debt of gratitude to Denny for recom- 
mending I take over for him, and I 
know I speak for a lot of people when I 
say his sim observations are sorely 
missed. Here are his favorite gaming 
moments: 

"THEIR FINEST HOUR: The first 
time I dove into a flight of Luftwaffe 
bombers to defend Britain, I really felt 
1 was there. That first game of CIVI- 
LIZATION, which ended at 4:30 a.m. 
on a work night. Flying WW2 FIGHT- 
ERS with real-life ace Bud Anderson. 


Actually win- 
ning three 
rounds of 
HALF-LIFE in 
a row in the 
CGW offices 
and listening 
to Salvator 
blame it on 
his mouse. 

Tagging 
along with a B-25 bomber squadron 
in WAR81RDS and using teamwork 
to rain destruction on the evil Reds. 
The best, though, was flying EF2000 
and FIGHTER DUEL with three real- 
life Blue Angels in Pensacola. It was 
thrilling to listen to the fighter pilot 
banter, and to actually be winning for 
a few minutes. Lucky for me, we ran 
out of time just as they started to 
master the controls." 




I'd also like to thank some others 
who've done their share of sim 
work for CGW: Robin Kim (we miss 
you man!), John Nolan, Doug Pick, 
Mike "Dawg" Weksler, Loyd Case, 
Dave Salvator, and my apologies to 
whomever else I'm forgetting. 

And for my own gaming memories? 
Definitely the time when I first loaded 
up DOOM after having spent forever 
downloading it from a bulletin board on 
my 2400 baud modem. That bitmapped 
backdrop made my jaw drop. As for 
sims, my favorite memories were prob- 
ably the very first kill I recorded in AIR 
WARRIOR (took me over a week to get 
it), and those first few months I spent 
on The Sierra Network playing multi- 
player RED BARON — a magical time 
indeed, 
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BY TOM PRICE lotn_price@zi{tdavis,com 


PC Sports Past, Present, and Fntnre 


A SPORTING LOOK BACK 



I t's our 200th issue, but reflecting on the past, 
present, and future of PC sports games 
makes me sad in a way. It’s no secret that 
the genre is in trouble. Well, maybe not in trou- 
ble, but definitely at a low point. So many 
great developers and franchises are gone, and 
so many publishers have decided to focus on 
the untested waters of the next-generation consoles that the 
market offers slim pickings for sports fans who game on com- 
puters. It all makes me a little verklempt (sniff). Sure, we've still 
got MADDEN and HIGH HEAT and FIFA, but long gone are 
Sierra’s classic FRONT PAGE series and Microsoft’s prematurely 
aborted sports lineup. 

However, the current state of affairs also gives me hope. PC 
sports games are simply at a turning point, 
and now is a great time for developers and 
publishers to reinvigorate the genre by 
rethinking and refreshing it. So here are a few 
suggestions: 

Story 

Somehow, designers need to inject more sto- 
ryline into sports games. Real-world sports take 
on plot lines of their own. Everyone has a 
favorite team or athlete whom he or she follows 
through trials and tribulations, victory and 
defeat. Game designers need to take the drama 
that's inherent in sports and find a way to make 
us care about our cyber athletes the same way 
we care about the real ones. 

Other Leagues 

Especially college-based sports. Whatever 
happened to them? Sure, we're excited about 
Jim Gindin's new project THE COLLEGE YEARS, 
and its prospect of aUowing us to experience 
football aD the way down to the high school 
level, but we'd like to see this concept for more 
sports. Also, how about more variety of sports? 

Sure, games like lacrosse have mostly regional 
appeal, but wouldn't it be possible to take a 
good soccer engine (as in FIFA) and create mods 
for it that simulated other goal-based sports like 
lacrosse or hurling or field hockey? And more 
women's leagues, please. The popularity of pro- 
fessional women’s soccer and basketball are 
increasing at a significant clip, so there most 
definitely is a market for those games. 

Better Al 

The rate of development for graphics has far 
outpaced the rate of development for player AI, 

We don't just want our computer-controlled 
opponents to be smarter; we want them to act 
more like their real world counterparts do. Yes, 


pretty graphics sell games, but realistic gameplay will always keep us 
coming back for more. 

All we really want is a rededication to sports games. Sports pop- 
ularity hasn't waned (nor will it ever), and it's just a matter of time 
before gamers come back in droves to the PC as a gaming plat- 
form. Now is the time to start planning the classic sports games 
we'll be putting on our top 10 lists of tomorrow, 


My 10 Favorite Sports and Driving Games for PC and Consnies 
(in no particuiar order! 


1. HIGH HEAT 2001 - This is just about my favorite sports game 
ever, and easily one of my top five PC games ever. It's got so 
much of the national pastime’s spirit, I dare say it belongs in 
Cooperstown, Sorry, I’ve got to go clean my nose now. 

2. The entire Madden series - Gotta give props to everyone’s 
favorite telestrator-addict. The PC version is slicker than you- 
know-what and the PlayStation 2 version almost makes me 
want to buy a PS2. Almost. 

3. EARL WEAVER BASEBALL - I have to credit EWB with initiating 
my love affair with baseball in general. I knew who Babe Ruth 
and Ty Cobb were from the time I was a wee lad, but EWB 
made me appreciate players like Nap Lajoie, Sandy Koufax, 
and Roy Campanella. 

4. GRAN TURISMO - Taught me how to drive a high-performance 
sports car. Not that I’ll ever get the chance in real life. 

5. FRDNT PAGE FODTBALL 96 - The complete package. Great 
graphics, gameplay, career mode. Ancf no one named Madden 
was involved with it. 

6. NBA LIVE 2000 - Two letters: MJ, 

7. NFL BLITZ 99 - A lot of people derided the BLITZ series 
because it was unrealistic. Well, duh, that was kind of 
the point. 

8. NHL series on Sega Genesis - If you didn’t waste innumer- 
able hours of your youth playing one of EA Sport’s NHL titles 

on the Genesis, then you either 
didn’t own a Genesis or you were 
in a coma. Or both. 

9. NEED FOR SPEED III - See 
GRAN TURISMO. 

10. TONY HAWK PRO SKATER 2 - I 
have my doubts about “extreme” 
sports on the PC, but THPS2 is 
too addictive to ignore, 

► 





I BY BRUCE GERYK cerefflony@[ielS6.[m 


Panzer Leader 


JOHN TILLER’S PANZER CAMPAIGNS SERIES KEEPS ROLLING ALONG 


C omputer wargame engines tend to stick around for a while. 
While companies are constantly developing new action game 
engines, a good wargame design can last for years. 
TalonSoft's BATTLEGROUND engine made it through 10 (!) iterations, 
and when it died, gamers were still clamoring for more. A little over 
a year ago, John Tiller, programmer of the BATTLEGROUND series, 
launched his own game series titled PANZER CAMPAIGNS. With two 
well-received installments already published by HPS Simulations 
(www.hpssims.cora). the third one, KHARKOV ’42 (reviewed in this 
issue), returns to the Eastern Front and brings with it a host of 
tweaks and improvements. 

The Vision Thing 

Part of the reason for the longevity of 
a wargame design is that wargames 
don’t sell enough units to support a 
complete redesign after each game— 
that kind of resource expenditure 
would put the developers out of busi- 
ness. Another reason is that hex 
wargames have years of boardgame 
design history behind them, and it's 
unlikely that dramatically new ideas 
will suddenly appear. So when you 
have something that works, you stick 
with it. 

But what works? On a general level, 
there are several approaches. As John 
Tiller explains, "In the older 
BATTLEGROUND games, we attempted 
what I’ll call a 'horizontal' strategy. 

That is, you develop a game engine and 
then implement it across various situa- 
tions in a single era." For example, the 
series modeled the American Civil War 
battles of Gettysburg, Shiloh, Antietam, 
and Chickamauga. It was then a case of 
moving the engine "sideways” to 
depict the Napoleonic era. which 
required some modifications to the 
original system. Even between battles 
in the Civil War, there were "sub-devel- 
opment" issues, according to Tiller, 

"such as putting gunboats into 
Battleground Shiloh, although they 
weren’t required for Battleground Gettysburg.” 

There is a danger, of course, in churning out what gamers will 
see as a recycled engine with different maps. "The key," says 
Tiller, “is ensuring that you pul enough development into each 
subsequent game that customer interest is maintained. In the 
BATTLEGROUND series, we did some of this, such as going to 25- 
man strength points and adding an Internet-play capability, but 
we could have done more, such as adding a scenario editor, 
something I did on my own later on." 


Going the Other Way 

Tiller describes the other approach as "vertical." This is what we 
did with the CAMPAIGN series," he said. "Rather than attempt to 
develop multiple games using the same game engine, you start with 
a single game engine product, then develop additional game prod- 
ucts that are sold 'on top of that." 

Thus, an original design (EAST FRONT) got an expansion pack, an 
engine overhaul that was retrofitted to the original product (WEST 
FRONT and then EAST FRONT 11), then more expansions (OPERATION 
SEALION). 

“While this approach appears to be effective relative to a store- 
based marketing plan, it tends to wear thin with customers over 
time, " Tiller said. Presumably, the reason for this is 
that early customers find themselves upgrading 
their games rather than buying original products. 

Going It Alone 

Which direction has Tiller taken with his new 
venture? "I've returned to something closer to the 
original BATTLEGROUND approach," he says. 
“However, with previous experience. I’ve learned 
to include things like a scenario editor so that peo- 
ple have control over each of the games, without 
providing so much capability that I end up com- 
peting with my customers over new games." 
Rather than competing with his customers. 
Tiller sees them as 
sources of ideas. 
“To be honest, 
more ideas than 
you can handle, 
really. But by listen- 
ing to your cus- 
tomers, you will 
receive a continual 
stream of new 
ideas. The tricky 
part is identifying 
which of those 
ideas have real 
merit, and which 
can be easily incor- 
porated into the 
existing game 
engine.” 

Some new ideas are mechanical, such as the Virtual Supply 
Trucks rule which was introduced in KHARKOV ’42 and which can 
be retrofitted to the previous games. Others are presentational. 
The current 2D view is too small to display unit information on the 
counters, so Tiller adapted one of the 3D views for this purpose. 
I've tried out a brand-new beta with this feature and it looks 
great. With any luck, HPS will have a patch available by the time 
you read this. And John Tiller will be busy coding his next game, 
along with all its improvements. 23U 
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New Releases! 


P.O.BOX 234 DEPT 11365 
2520 VT. RTE.1 QON ROCHESTER, VT 05767 
INT’L 802-767-3033 FAX 802-767-3382 


Oni 

Insane 

Age of Sail II 

Nascar Racing IV 


PC $44.95 
PC $29.95 
PC $38.95 
PC $44.95 


COMPUTER GAMES: ACTION 


COMPUTER GAMES: ADVENTURE 


'MAX PAYNE' All the bangs and 
ies the players have come to 
expect from a major 3D action title 
'e Included. Max Payne is a gritty 
journey to the present day New 
York City during the worst winter 
blizzard of the century. The game 
shoots from the lowest slum pits to 
the greatest skyscraper heights, 
leaving behind a trail of corpses, 
splatters of blood, and empty brass 
rolling on the floor. 

G.O.D. (Action) 

Release: 05/01 RV,T^ 
PC CD 


Heaiy Gear 3 
Heavy Meial 
Hiltnan: Cad8natnB47 
Interstate 32 
Kiss Psych Ores him C 
Max Payne 
MiUtovjn Madness 2 
No One Lives Forever 


PfojecItEden 
Quake 
Quake II 
Quake III Aiena 
Quake III Aiena MP1 
RoQue Spear Platinum 


RtLHSt PniCE 
11/00 $29.95 
9004/00 $28.95 
08/00 $34.95 
■ 09/00 $39.95 
• 11/00 $39.95 
06/99 $12.95 
04/00 $33.95 
:s 11/00 $34.95 
02/01 $42.95 
) 11/00 $39.95 
12/00 $34.95 
11/00 $28.95 
11/00 $59,95 
03/01 $39,99 
08/00 $38,98 
11/00 $29,95 
11/99 $12,95 
07/00 $29.95 
05/01 $44.95 
10/00 $39.95 
11/00 $34.95 
01/00 $44.95 
02/01 $3895 
11/98 $1395 
12/97 $18.95 
12/99 $33.95 
12A» $28.95 
03/00 $29,95 
11/00 $38.95 


Adventure at Chateau d'Or 12/00 539.95 


39.95 


Ameiican McGee's A 
Anarchy Online 
Arcatera 
Atlantis 2 
Barbie Detective 2 


■ 11/00 $39.95 
12/00 $48.95 
KVOO $44.95 
05/00 $24.95 
11/00 $2995 


'FALLOUT TACTICS' Is a squad- 
based, third person tactical combat 
game with RPG character develop- 
ment aid a mission-based story 
line. It supports both turn-based 
Continuous Turn-Based play. 
Fallout Tactics also features a 
robust multiplayer engine and 


3 of North 


Interplay (Strategy) 

Reiea^se:02/01 


PC CD 



11/99 $29.' 
10/98 S9. 
12/00 $39/ 
04/97 $12.' 
02/00 $19. 
06AbO $38. 


I $44, 


Siarsiege Tribes 2 02/01 $42.95 

System Shock 2 08/99 S14.95 

Thiet2:TtieMEiaIAge 03/00 $28.95 
Tomb Raider 5 ll/bO $38.95 

unreal Tournament GYE 11/00 $29.95 
Warriors of Might & Mac 11/00 $38.95 
X Com Collection 11/99 $28.95 


Blair Wilch Episode 1 10/00 $19.95 

Blair Wilclt Episode 2 10/00 $19.95 

Blair Witch Eplsodea 11/00 $19.95 

Bugs Bunny 4 Taz:Tm Bstt5l2/00 $39.95 
Curse of Monkey Isle 11/97 $9.95 

Dtacula Resurrection II 02/DI $29.95 

DraculaThe Resuireclion 06/00 524.95 


iwHaunleManslonll/00$29. 
tITimeMchne 09/00 $28. 
Munch's Dddysee05/DI $39. 

11/00 $28. 
’Btsla30 09/99 $23.' 
I 12/00 $38.' 

3D 11/00 $29.' 

07/99 $24.' 
sarsWill 12/00 $39.: 
tulel 07/00 $19.' 

) 05/98 $14.' 

loGhpstTown 11/00 $29,: 
joPhantomKnIghtI 1/00529.! 
nESolinsSoul 11/00 $19.1 
ring Care 06/99 $24.1 

ilKey 02/00 $ 18.1 

11/00 $38.1 


0 Sl9.i 


PC: SPORTS 


HINT BOOKS 


COMPUTER GAMES; SIMULATION 



American McGee’s Alice 11/00 
C&C:REdAlert2 10/00 
Crimson Skies Sir & ScrtslO/OO 
Deus Ex 07/00 

QiablD II OSG O&DO 

Duke Nukem Forever 10/00 
Escape Mokey Island 11/00 
Everquesl Scars ol VBlious12/00 


all 2001 


2001 05/00 $29.95 
11/00 $19.95 
12/00 $42.99 
lip 2001 12/00 $42.99 
1 lOAbO $38.95 
)1 11/00 $39,95 

ng 02/01 $38,95 
09/00 $36.95 
)1 11/00 $39.95 

$kaiei2 10/00 $34.95 
01/01 $19.95 
11/00 $2895 


Ground Control 
Gunman Chronicles 
Hall Life Team Fon2 
Hitman CodenamS 47 
HomeworldiCataclysm 
Icewind Dale Str Gde 
Madden FB 2001 
MysLDImensions 
NASCAR Racing 4 


$15.95 

$17.99 

$12.95 

$17.95 

$18.99 

$14.95 


11/98 $18.95 Independence Wat DIx 08/99 
01/00 $44.95 Janes Air Superiority Coll 08/00 
06/00 $28.95 Jet Fighler 3 Platinum 11/97 

5 04/00 $24.95 Jet Fighler IV 11/00 


0001/00 $24.95 Jetfighler4NWCanipaign01/01 


04/98 


Ogre Ba 


Pool o< Radiance 2 
Project IGI 
Real Myst 3D 
SimsrLIvin’ Large 
StarTrek Voyager OSG 
Starlancer OSS 
Starslege Tribes 2 
SWAT 3 Glee Qtrs BttI 
TachyontThe Fringe 
Vampire Masquerade 01 
X-Com Alliance 


$17.95 

$17.95 

$16.95 

$12.99 

$17.99 

$17.99 

$12.95 

$17.95 

$17.95 

$17,95 

$12.95 

$17,99 

$17.99 

$17.95 

$17.99 

$17.95 

$17,99 

$16.99 


Fly 2K 
Fly! 2001 
Flying Corps Gold 
Ford Racing 
Grand Ptix 500 
Grand Prix Legends 
Gunship! 

Harley DavidsonrWhts I 
Independence War 
Independence War : 


I $24.95 Ka-52 Team Alligator 

11/00 $19.95 LEGO Slum Rally 

05/01 $39.95 Luitvralfe Cpmmander 

12/99 $19.95 M1 Tank Plalpon 2 

km05/00 $34.95 MecnW3ttior4 11/00 

03/00 $34.95 Mig Alley 12/99 

12/98 $9.95 Motocross Madness 2 06/00 

05/99 $13.95 MS CFS Combat Pilot 1 07/00 

01/99 $9.95 MS Combat Flight Sim 11/93 

$29.95 MS Combat Flight Sim 2 10/00 
MS Flight Sim 2000 10/99 

12/00 S28.95 MS Flight Sim 2000 PE 10/99 

12/93 $14.95 MS Train Simulalor 04/01 

08/00 $27.95 Nascar 2000 03/00 

03/01 $39.95 NASCAR Heal 09/00 

02/98 $12,95 NASCAR Racing 3 09/99 

ir Racing 4 02/01 

Need Soeed:Porscne Uni 03/00 

Panzer Commander 05/98 


$17.95 Star Trek Bridge Commdr 04/01 $44.95 

$39.95 Siarsiege 03/99 $13.95 

$9.95 Steel Beasts 
$38.95 SU-27 Flanker 2 

$29.95 Super Bike 2000 
$23.95 Super Hornet Sold Ed. 

$29.95 Test Drive Le Mans 
$14.95 Tonka Space Station 


Tuskegee Fighters 
Ultim. Fligh. Ser4 
Wings Over China 
WW II Fighters 
X-WIng Alliance 


04/00 $22.' 
02/00 $17,' 
08/00 $28.' 
11/98 $18.' 
03/99 $24.' 


X-Wing Collector s Sts 06/98 $28' 


1/99 $12.95 


11/00 $18.95 
$24.95 
$16.95 



■SUDDEN STRIKE' Is a real-tiir 
stratogy anO tactical simulalic 
game. Set in WWII, with Russia: 
German, French, American & Brilis 
missions focusing on tactical figh 
ifig. Up to 1,000 units per scenari' 
giant maps, realistic gun simul: 
□ tions complete with Veal' expli 
" sions. Units gain experience ar 
make it from one mission to tt 
next, multi player mode: up to 1 
players and 4 teams. 


Release: 


COMPUTER GAMES: HARDWARE 


CHF-16Coin0l9lkUSB 12/99 $69.95 Crtv WebCam USB Pk 


'LUNAR 2: ETERNAL BLU1 
COMPLETE’ Join Hiro 
Ruby as they try to unlock 
the secrets of the Blue Spire 
& the strange young girl 
within It. Meet new charac- 
ters, tight monsters, climb 
mountains & crawl through 
dungeons as you continue 
your quest to defeat the evil 
Zophar! 

Working Designs 



'FINAL FANTASY IX’ The 
world of Gaia is at war. 
Young bandits are enlisted 
in the fight against the ruth- 
less queen of Alexandria. 
Featuring 4 characters, wiz- 
ards, & knights. One young 
bandit and his entourage 
must battle their way 
through many challenges 
to bring peace to their 
world. 

EA (Roieplaying) 
Release: NOVtLrfTW 
PC CD 



SONY PLAYSTATION 


007 Racing 
Alien Resuneclion 
Army Men Air Attack 2 




11/00 $39.95 
11/00 $29.95 
11/00 $39.95 
11/00 $44.95 


CH Flight Slick 
CH Pro Pedals 
CH Pio Thfotll 
LiechWMFoimFrcWni 01/995139. 


$49.95 Cockph lor Jane USAF 07/00 $14.( 
$99 95 Cockpit (or MechW 3 07/00 $14.t 

02/00 $89.95 Logteh MeeMn WhI USB 03/99 S29.( 

MS IMouee Explorer 09/99 $e4.( 


Chfono Cross 
Colm McRae Rally 2 
Crash Bash 
Dino Crisis 2 
Driver 2 

Dukes of Hazzard 2 
ECW Anarchy Ruiez 
Emperors New Groove 
Evil Dead Hail King 
Final Fantasy 9 
Gauniiet Legends 
Knockout Kings 2001 
Lunar 2:Eternal Blue 
Madden FB 2001 
Medal ol Honor 2 
Mega Man Legends 2 
NASCAR 2001 
NBA Live 2001 
NCAA Final Four 2001 
NFL BIIIZ 2001 
NFL Game Day 2001 
NHL Hockey 2001 
Parasite Eve 2 
Persona 2 Eternal Pun 
Ready 2 Rumble Boxng 
Resident Evil Survivor 
Roleplaying Game Mak 


3 $39.95 


12/00 $42.95 
11/00 $39.95 
10/00 $39.95 
11/00 $42.95 
11/00 $39.95 


11/00 $ 
11/00 s 
11/00 $ 


LlechWingManFicSD 10/00 $59.95 MS Wheel Mouee 


LlechWIngManFtceJeik 10/98 $84.95 


3 $38.95 


11/00 $ 
; 11/00 S 
11/00 $ 


MS Sidewinder Standard 06/99 $29.95 
MS SIdeWndr Dual Silk 12/99 $52.95 HI-V3I12XDVO 
MSSIdawlnderFrpFdbk21t/00 $99.95 
Razei Soomalang 2000 02/00 $99.95 


8T0RAQE DEVI0E6 

11/00 $229.( 
01/00 im 

SPEAKERS 


11/00 $49.95 
09/00 $39.95 
11/00 $39.95 


NINTENDO 64 


10/00 $39.95 
11/00 $39.95 
10/00 $39.95 


11/00 $44,95 
2 11/00 $39 95 
$36.95 
$44.95 


yn Chronicles 01/00 
ijoTooie 11/00 

Mountain 2000 10/00 

isin' Exolica 10/00 

64 Ciysiai Shards 07/00 
lend ZeldaMajpra Mask! 0/00 
ddenFB2001 09/00 

tip Tennis 09/00 

■e Banle 64 lO/OO 

tecl Dark 05/00 

lemon Puzzle League 09/00 


$59.95 

$49.95 

$42.95 


Thiult Feriail FFB 12/00S119.95 Creative 30 BisliAnnir 2 10/00 $2B9.£ 


11/00 


Tony Hawks Pro Skaler 03/00 
World Is Not Enough 1 1/00 
WWF Mo Mercy 11/00 


Thrust NaacarCnaiger 2 11/00 $34. 

HARDWARE 
Evergiide Gigania 
Evergllde Half-LKa 


3DAnn.2Ullia 12/00 S449.( 

Elsa Gladiac GeFoii;e2 06A)OS279.' 

tOAK) $16.95 Here 30 Prpht II MX 08/00S139.' 

10/00 $14.95 Here, 3DPlop2GTS64Ullr 10/00 $499.S 


DREAMCAST 


4x4 Evolution 
Grandia 2 
Jet Grind Radio 
Power Slone 2 


10/00 $39.95 Sega Spoils NFL 2K1 09/00 S49.E 

I2AH) $48.95 Shenmue 11/00 S46.E 

10/00 $46.95 Skies Ol Arcadia 11/00 $46' 

) $44.95 Tokyo Extreme Racer 2 10/00 $46. S 


10/00 $49.95 UltlmalB Fight Champ 09/00 $45.£ 


Sea Man Forbidden Pet 08/00 $49.95 Virtua Tennis 


07/00 $38.5 





Hot Deals! 

Hasbro Action Pack PC $18.95 
DarkStone PC $14.95 

Planescape Torment PC $14.95 
Flying Heroes PC $9.95 


www.cliipsbits.com 
or cali 1-800-6994263 

Source Code 11365 


COMPUTER GAMES: STRATEGY 




Riius. 


602 AD 02/00 328 95 

:-DUltraUDnlT[nTvrnDI<11/00 32895 
iDSDBinlmgm 07/97 318.95 

ilWars-TheA-Mkening 12AM 329,95 

4eol Empires Coll Ed 11/00 35995 

ige al Errpires II 09/99 339.95 

ge Ql Emois II.Coiiqiieroi$09/O0S: 


Wonders 
Jrtine Mogul 
irpon Tycoon 
Jieoiance 

Jptu Cen Planetar Pk 


.rmies Of Armageddon 
Jiny Men World War 
.>'$ A Allies 


11/99 318.95 
12AM S18.9S 
04/01 31895 
04M0 335.95 
03/00 337.95 
10/00 329.95 
03/01 $39.95 
04/00 339.95 
12/00 317.95 
09/98 31295 
04/01 339.95 
11/99 329.95 


run Rin*H 

C8C2 With Fiieslorm 06AM 

Caesar 3 10/98 

Civ2MiiitioiayerGoldE(l 12/98 
Civ 2 Tesi ol Time 08/99 

Crv Call 10 Power 1 1 I1A» 

Civiliaalion 2 03M6 

Civillulion3 06A)1 

Civilrtn Call lo Powi 04/99 

Close Combat' Normandy 10AM 
Colomailon 11/94 

Commandos 2 03/00 

ConguesiNewWorld 2 05/01 

Conguesl: FrnlrWars 02/00 

Dark Reign 2 06M0 

Oiolomacy 12/99 

Disciples 2:DarkPrph 03A31 

Disciples: Sacred Lands 11/99 


Dune 2000 
Dungeon Keeper 2 


06/99 



'AIRFIX DOGFIGHTER' Take on the 
role ot a World War II lighter pilot. 
Raid and ransack your house In 
search ot new model kits and tools 
such as bombs and cannons with 
which to upgrade your firepov/er. 
Top speed and skill are Imperative 
to eurvive by not only avoiding your 
enemy's weapons but everyday 
objects such as the tireplace which 
turns into a towering volcano and 
the shower which has the power of 
Niag ra tails . Eon (Action) 
Release: NOW 
PC CD 




atiie lsle:Andasjan War 
lack & Whits 
iiiard Legend Pack 
Izzrd Same Year Cllcin 
raveheart 
usmess Tycoon 
& C Red Alen 
. A C Red Alen 2 
AC 2 Tiber Sun Plimn 
AC2'Tiberi3n Sun 
AC Gold Bundle 
AC Gold W95 
AD2 firestorm 


339.95 

344.95 

332.95 

328.95 

319.95 

329.95 

314.95 
$44 95 

348.95 
$29.95 

317.95 
$12.95 

325.95 


Dungeon Keeper Gold 04/98 312.95 

Eanri2150 06/00 $36.95 

Earth 2150.Moon Project 03A)0 529.95 

Emergency Firelighters 06/00 319.95 

Emergency Room 2 03/99 319.95 

Emergency RoomiCode Biueii/00S29.95 
EmperorBatiie lor Dune D6A)1 342.95 

Empire Eanh 05/01 339.95 

Empire olihe Ants 07/00 334.95 

Evolulion 01/98 328.95 

Fasi Food Tycoon 12/00 319.95 

Fait olihe Dragon 02/00 $38 95 

Force Commander 03/00 329.95 


TitK RfllU! 

Gangsters 2 02/01 

Ground Control 06/00 

Ground Control.Drk Conso04/00 
Hasbro Sitategy Game Pk 02/99 
Hero MM Millenium Ed 12/99 
Heroes Clash Dragons 11/00 
Heroes Underv/oild 10/00 
Heroes Master Elements 11/00 
Heroes Chronicles 10/00 
Heroes olMM3Coniplele10iO0 
History ol World 05fl7 

Hollywood Mogul v2 5 12/97 

Homev/orld Game Year Ed. 06/00 
Homev/oild:Calaclysm 0300 
Imperialism 2 04/99 

Impeilum Gaiaciica 2 05/00 

Incredible Machine TM 08/00 
Inviclus 02/00 

UagAllc2.Unlsh8usne5S 06AM 
Jagged Alliance 2 07/99 

Kingdom Under Fire 02/01 
KohanilmmnrtalSvrgns 03/00 
Lemmings Revolution 05/00 
Magic A Mayhem 05/99 
Majesty 03/00 

MajestyiNorthern Exp 04/01 
Market Mogul 12/00 

Master ol Orion III 09/01 
MechCommander 2 03/01 

Metal Fatigue 07/00 

Mind Rover 03/00 

Mission Humanity 02/01 
ORB. 03/01 

Paximperia 11/97 

Pharoah 11/99 

Pharoah Add-On:Cleopatra07/DO 
Praetorians 03, '00 

RR Tycn 2; 2nd Century OS.rSB 
Railroad Tycoon 2 GId 0909 
Reach lor Stars 10/00 

Risk II 03/00 

Roller CT Loopy Landscapes09.' 
Roller Coaster Tycoon 03.'99 
Roller CsifTcy Exp Pk 11/99 
Sacnlice IIAM 

Sea Dogs 12/00 

Sheep 11/00 

Shogun: Total War 06/00 


338.95 

333.95 

528.95 

318.95 

324.95 

318.95 
318.95 
318.95 

318.95 

329.95 
38.95 

328.95 

334.95 

338.95 

318.95 

334.95 

329.95 

319.95 
328 95 

318.95 

339.95 

342.95 

318.95 

324.95 

334.95 

329.95 

328.95 

339.95 

342.95 

338.95 

329.95 

329.95 

339.95 

312.95 

329.95 

319.95 

332.95 

318.95 

525.95 
$38,95 

322.95 
'00328.95 

324.95 

317.95 
$42 95 

339.95 

328.95 

339.95 


Sim Mania Kids 09/00 S 

Sim Mania Pack 03/00 3 

SimTnemePark 11/99 S 

Sim Theme Park 2 01/01 3 

SimCilySOOO 01/99 3: 

SimCity 3000 Unlimited 05/00 3 

SimCoasier 01/01 3 

SimMars 05/01 $. 

Sims Lrvin' Large 09AH 3 

SimsVille 12/01 $. 

Ski Resort Tycoon 11/00 3 

Space Empires IV 11/00 S' 

Squad Leader 11/00 3 

Star Trek DS9DomnWrs 03/01 $■ 

StarTrBk:SiariieelCmmd2l2M0 $■ 
Star Trk Armada 03/00 3: 

Star Ttk New Worlds 09/00 3 

Star Trk Starlit Comm 08/99 3: 

Starcraft 04/98 3: 

Starcratl BrcDO Wars 12/38 3 

Starcraft BUI Chest 12/96 3. 

Startleei Command G£ 06/00 3 

Stars Supernova 01/00 $■ 

Stariopia 02/01 S: 

Stellar Frontier 02/01 S: 

Submarine Titans 08/00 3 

Sudden Strike 02/01 $■ 

The Sims 02/00 3 

Three KingdamsiFt ol Drgn02/00 3 

Total Annbitn Kingdoms 06/99 3 

Total Annibilaiion 10/97 : 

Tralfic Giant 03/01 3. 

TtopiCd 03/01 3 

Tycoon Collection 01/00 3 

Tzar 04/00 $ 

Ulit. Slrat Series 03M0 S 

Ultlmaie Sim Series 03/00 S 

Wall Sueei Trader 2001 11/00 3: 

WarCratlBanleChesl2 ID/OD 3 

WarcrahS 06/01 S' 

WarcrahBanie Chest 11/96 3 

Warlords Batilecry 07/00 3 

Wailrds3DikLidRsg 08/98 3 

Warzone210a 04/99 3 

Worms Armageddon 06/99 $: 

X-Tension I2M0 3 

X: Beyond me Fronuer 01/00 3 

Zeus Master Dl Olympus tO/OO 3 


COMPUTER GAMES: ROLEPLAYING 


COMPUTER GAMES: WAR 


naohronox 
xcanum 
Aheron's Call 
aldur Gale w/EP 1 


03M1 338.95 SoulBrInger 07/00 $28.95 

0SAI1 342.95 Star Trek ConQuest 06AM $24.95 

11/99 329.95 TheSummoner 03/01 342.95 AgeolSall 

11/99 332.95 Ultima 9 Ascension 12/99 319.95 

IZrBS 326.95 Ultima Ascnsn/Renssance 08/00 339.95 

mi 312.95 


syVIll 


Tan 03A}0 

06/00 
06/00 
Pek 04/01 

11/00 
vind 04/01 

dfVellou8l2/00 
Kunark 04/00 
01/00 


0 342.95 

9 316.95 Ultima Online: RenalssanceOSAM 318.95 


Onllne:Thlid Dawn 03/01 319.95 

329.95 UnimaWrldtOnlnOign 04/01 342.95 

339.95 Vampire: The Maequerade 06/00 338.95 

329.95 Wizardry 8 05/01 344.95 

347.95 Wizards A Warriors D9A]0 342.95 

354.95 


Age ol Sail 
Aide de Camp 2 
Battle ol Britain 
Battleground: Cdll 1 
Battleground: Coll 2 
Campaign 177S 
Close Combat 4 
Close Combat Trilogy 
East Front 2 


11/96 314.95 
01/01 $38,95 
01/98 342.95 
03/99 39.95 
01/99 318.95 
01/99 317.95 
03/tM $33 9$ 
11/99 334.95 
09/99 324.95 
04/99 324.95 


:ewlnd Dale 07/00 

:ewlndOale:HriolWn1r 01/01 
ingplOragpnPaeB 02/00 

egends ol Might A Maglc02/01 
fetal Gear Solid 10/00 

everwiniBi Nights 07/01 

01 02/00 

lanescape Torment 12/99 

ml Dl Radiance 2 03MI 

evenani 10/99 

hadPwBane 09/01 


'SPACE EMPIRES IV' Is a massive 
space strategy game for Windows. 
You control your empire in an ever 
changing and hostile galaxy. Design 
your starships and use them lo 
explore new solar systems through- 
out the galaxy. Hundreds of differ- 
ent components are available lo 
place on your ships, as well as giant 
facilities to build on your planets. 


Shrapnel (Strategy) 

Release: NOW 

PC CD •TiMUKW 



Europe in Fiemes 04/00 337.95 
Fighting Steel 06/99 319.93 

Gettysburg CoilecIcrsEd. 09/00 $16 95 
Great Batlls Sries CE 1098 S12.95 
Harpoon 4 04/01 338 95 

Horse and Musket 02AM 342.95 
Janes Naval Warfare Coll 06/00 338.95 
L35lBanies45 03/01 342.95 

Op Art War. Elite Ed 06/99 317.95 
Op Art Wr 2: Elite Ed 01/00 319.95 
Oper Aft War Cen War 04/00 339.95 
Panz Gen ill Scrchd Erin KVOO 328.95 
Panzer Cmpns:Khatkov 4211/00 334.95 
Panzer CmpnsiNarmdy 4405/00 334.95 
Panzer Cmpns:Smolensk 4101/00334.95 
Panzer Gen 3D Assault 10/99 318.95 
Rising Sun Gold 11/00 328.95 

Rowan's Battle Britain 01/01 338.95 
Russo-GermanWar 41-4403/01 $39.95 
Sid Meier's Aniielam 06/00 337.95 
Sid Meier's Civil War Col! 08/00 328.95 
Sid Meier's Gertysbrg 10/97 312.95 
Smolensk to Moscow 
Steel Panthers 


Steel Panthers 2 
Steel Panthers 3 
Storm in the West 
West Front Elite EOiir 


FREE GAME OFFER! 


ipend the specilied amount on any in-stock sollware and choose one 
ree IBM game from the corresponding list. Request must be mode at 
ime ol order. Otter good nn in-slock sollware only, while supplies Iasi. 
" 2 per cuslomer. Valid through March 13, 20D1 


ur discretion. Alter 10 days the manufacturer's warranty applies. All sales I 
barged once lor each shipment we make to you. For each US order $10,00 


SPEND $60 Dark Vengeance, Flying Corps Gold, Realms ol Atkanla Trilogy 
SPEND 3100 Wllchhaven. Tek War, Odium 

SPEND 3200 Quake. Prince Persia 3D, Tomb Raider 2; Total Annihilation Bundle 


100 same as cash. COD S8. Pnee. release, availaDilily, shipping limes 

equire added S&H. Within 10 days defectives repaired or replaced al 
lal. S&H calculated on a per order, per shipment, and per Item basis. 


SI so si.so 



‘WAHCRAFT IN' Is a strat- 
egy game set in a role- 
playing environment, RPS 
takes the Individual com- 
bat and Interactive envi- 
ronments found In 
playing games and com 
bines them within a com 
pelitive strategic environ- 
ment. Warcrall III puts 
players in command of 
smaller, potent panies of 
heroes and troops. Battle 
in a dynamic world ol liv- 
ing towns, wandering 
monsters, characters and 
quests, while simultane- 
ously devising strategies 
to defeat the enemies. 


$ 42.95 


Blizzard (Strategy) 
Release: 06/Q1 
PC CD 



‘STARTOPIA’ Takes gamers to a 
once thriving galactic network of 
starships, space stations and plan- 


ot the apocalypse. You will lead the 
v/ay in rebuilding the network of 
space stations that once served the 
commerce and communication of 
the old empire • reuniting the sur- 
viving alien peoples under one ban- 

Eidos (Strategy) 




Coming Soon! 

Hltlflen & DangerousS PC $38.95 
Anachronox PC $38.95 

Max Payne PC $44.95 

ShogumTotal Wrird EdPC $44.95 


I ROLE PLAYING | 

AOAOSidEd DM Guide 09AM S19 95 

AOAOSrdEd Monster tOAX) 31695 

ADAD3idEd Pleyeis 0&1X) 317 95 

Abeiram 11/99 $19.95 

Aieiniiy Player s Hand0aokD4/96 324 95 
CallolCthuihuSlhEd 07/96 324 95 

Changeling 09/95 324 95 

Cy0eipuiik2020 05/95 317.95 

Oeadfands Ruiebook 10/97 324 95 

Oiagoniance Sih Age 09/96 321.95 

Eanhdawn 06/95 317.95 

Fading Suns 02/97 319.95 

Hell on Earth Ruiebook 12/98 $26.99 

Mage 2nd Ed. 02/95 324 95 

M£RP2Solicover 10/95 31995 

Palladium Fanlasy 03/98 321.99 

Pendragon4lhEd. 05/95 324 95 

UnknownAimies 09/99 319.95 

Vampire 3rd Edition 1Q/'9S 32 7 95 

Waihammer Fanlasy 06/95 S24.99 

Wrailh 02/95 S22.95 


BOARD GAMES 


1864 Year Ol Decision 
Ancieni Empires 
AxisAAlies 
Battle Cry 
Baniegiound WW2 
Banieiech4ih Ed. 
Brandywine 
Cosmic Encounlei 
Crimson Skies 
Empire Builder 

Lionneart 

Risorgimenlo 1B59 
SOPAC 

Settlers ol Catan 
Totaler Krieg! 

Warhammer Fanlasy 
Wrzard Kings 
World in Flames DIx 


07/00 329.95 
01/95 329.99 
11/94 349.95 
05/00 342.95 
03/99 328 95 
12fl4 321.95 
03.tn $32.95 
IGTU 339,» 
01/99 329 99 
03« 331.95 
OSAM 320.95 
1IW7 332.95 
HAM 329 95 
08/00 359.95 
IQAM $39 95 
11/» 332,95 
01/00 369.99 
06/99 335.95 
10/96 369.99 
10AM 339.95 
11/96 399.95 


04/99 329.95 
10/95 314,95 
11/96 514.95 
11/97 312.95 
04/99 328.95 
10/99 32895 



‘COMMANDOS 2' Once again you 
take command of the elite soldiers 
behind enemy lines as you utilize 
their unique abilities lo complete 
the mission. New characters 
Include a thief, a seductress, & a 
dog. More Action!!! Faster paced 
gameplay, hut still reguiring the 
planning $ investigation of mission 
possibilities before execution. New 
vehicles include jeeps, tanks, 
trucks, ships, boats $ cars. 

Eldos (Starlegy) 



'ADVENTURE AT THE CHATEAU 
O'OR’ Is home to the Sensory Focal 
Devices, the greatest archaeological 
discoveries of the illustrious Duke. 
Each and every member ot that 
fated archaeological expedition that 
discovered these treasures has died 
or disappeared without a trace, 
leading some to believe that the 
palace and these wonderous 
devices are cursed. 



Karma Labs (Adventure] 

ii>; ossa 

PC CD 
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1*^ s i ' < J 


Your beeper beeps. Your PDA chimes. You can make a quick call wherever you are. Yup, technology 


is an integral part of everyday life. That’s why ZDNet has all the product reviews to help you find 
the latest gadget. In fact. ZDNet was named "Best Overall Online Site" by the Computer 
Press Association. However technology touches your life. ZDNet’s Reviews Channel 
has something for you. Because ZDNet is where technology takes you.'" 


02000 ZD trie. ZDNel. me ZDNel loflo. and Where TechnoJoty Takes Ybu nto i 


ww\ 


ef 


www.zdnet.com 


1 20 (nc. 
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(Anywhere, Anytime, Always ' 

the leading edge of learning. 


AlCS is now 

American College of Computer 8f Information Sciences 
Earn your B.S. or M.S. degree 
• No classes to attend 
Self-paced study 
(^'Prepare for a hl-tech Job 
For a free catalogue call 

1-800-767-2427 flfTierican College 


accis 


iiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiii 


or visjt mvw.a/cs.edu , t^runiiiiiittiif $ Inffirniolion Scicimcs 


ACCCEDITED MEMBER DISTANCE EDUCATION TRAINING COUNCII 


I ADULT CD-ROM • DVD • VHS VIDEO • THOUSANDS OF TITLES \ 

VISIT US AT: www.MlclnlghtCD.com ' 

I ALSO: www.MidnighlCD.nel 

I PHONE OR FAX FOR FREE DETAILED BROCHURE 
CHECK OUT OUR ON-LINE LOW-PRICED SPECIALS Hit!!!! 

■ CD-ROM INTERACTIVES / GAMES - - DVD MOVIES - 

ACE IN THE HOLE $39 BLACK WARRIORS (GAY) DVD SIS 

S29 COLLEGE GIRLS DVD $19 

, DIVA X: BRITTANY $29 FREAKS OF NATURE DVD $19 

DIVA X: N'J DE BAHIA $29 LOADS OF FUN DVD SIB 

, HOT & BOTTLED (3 DISK SET) $39 MIGHTY MIDGET DVD $16 

I P’RNO POKER $29 S19 

VIRTUAL S'X WITH ASIA CARRERA ORIENTAL LUST DVD $19 

VIRTUAL S'X WITH JENNA JAMESON ..$29 - CD-ROM STILLS / IMAGE DISCS - 

■ DVD INTERACTIVES / GAMES - ACTRESSES UNCOVERED $19 

DIVA X: BRITTANY DVD $29 ADULT IMAGE LIBRARY 2 (2 DISCS) ....S2S 

DIVA X: TAYLOR DVD $29 NUDE CELEBS $19 

VIRTUAL S'X WITH JENNA DVD $29 SHACKLES 2 SIS 

VIRTUAL S'X WITH TERA DVD $29 — — — — 

VISA • MASTERCARD • AMERICAN EXPRESS • CHECKS • M/O's 

ORDER TOLL FREE AT: 800-51 1-1 123 

or 323-468-9460 or FAX: 323-468-9464 
MIDNIGHT CD, 7336 SANTA MONICA BLVD. - PMB 734 
LOS ANGELES, CA 90046 - U.S.A. 

FREE SHIPPING WITHIN U.S .A. ON ANYTHIN G IN THIS ADI.'I 


Coming Next Month: 

CGHTs 

Game of the 
Year Awards 

We pick the 
best of the best and 
throw out the rest 
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• COMPUIER SXMINC WORLD 



by Jeff Green 


Group Hug, Everybody! 

Old Man Green reflects on his first half-decade at CGW 




So think about this little scene; 
Apply it to your life. 

If your work isn’t what you love, 
Then something isn't right. 
—‘‘Found A Job, " Talking Heads 


F our and half years ago, I was sitting in the 
publisher's office of a now-defunct Macintosh 
magazine, announcing my intention to quit. The 

publisher— who, I now realize, bore an uncanny resem- 
blance to Doarkus, my 7th Level Dwarf Paladin in 
EVERQUEST— was Stunned. Especially when I told him 
where I was going: Computer Gammg World magazine. 

"Maybe you don't understand what it means to be a 
senior editor here," he snootily proclaimed. "We are the 
world-leading authority in this field. Why would you want 
to commit career suicide by going to some nichy little 
gaming magazine?" 

Nichy little gaming magazine. 

Four and a half years later, this still gets under my skin. 
As if being a Mac journalist (hey — that's not a niche!) was 
somehow more "important" than being a gaming one. As 
if my goal to follow my muse and do what I thought was 
cool and exciting was some kind of childish mistake. 
Career suicide? Man, as far as I was concerned, 1 had no 
career. That was just ray job. 1 did it as little as possible 
every day, and then went home and tried as hard as I 
could to forget about it. 

And I knew, all the time, what I really wanted to do. 1 
fantasized about it constantly. Day after day, slumped 
over in ray cubicle, eyeballs pried open with broken tooth- 
picks while editing modem reviews, I lusted jealously 
over the possibility of working at a gaming magazine. 
Wow— what if I actually got to work on something I 
Joved? I daydreamed. WJio are the iucky bastards who get 
to do that for a living? 

I knew some of the lucky bastards by name. Johnny 
Wilson. Charles Ardai. Martin Cirulis. Scorpia. Month after 
month, 1 read their articles in Computer Gaming World 
and marveled at their writing. Here were people— grown- 
up people — who loved games unabashedly, and wrote 
about them with passion and brilliance, dissecting them 
as seriously as if they were any other art form. 

When ray ship finally came in— when all the whining, 
pleading, death threats, and late-night sexual favors 
finally paid off and Johnny gave me my shot to come 
aboard — 1 beelined into Doarkus' office and quit the rat 
race, forever. 


Career suicide? Yeah, I’m sure I could probably be doing 
something more "useful”— whatever that means. I don't 
exactly expect the Nobel committee to come knocking 
to reward me for ray groundbreaking review of SOUL- 
BRINGER. All 1 know is, I took a pay cut and a job-title 
demotion to come to CGW— and it still feels like the best 
damn decision I ever made. 

■ ■■ 

And here we are at issue 200. Not many magazines get 
this far, you know, so forgive us if we’re a little extra 
indulgent this month. And don't worry— we know it 
hasn’t always been pretty. Over the years, we’ve had our 
share of lame covers, blown reviews, and glowing pre- 
views for games that ended up sucking or were never 
even released. We did cover stories on TRESPASSER, 
DAIKATANA, and C&C SOLE SURVIVOR, among other 
games, which proves that even smarty-pants gaming jour- 
nalists can be totally, utterly wrong— repeatedly. We put a 
busty vampire chick on the cover, and then put bite marks 
on her neck. We dressed all the columnists in the same 
ugly gray shirt. 

Only one person— Editor Ken Brown— remains on the 
edit staff from my first day four-and-a-half years ago, but 
to me, it's the same place it's always been. Everyone on 
the staff now is like 1 was then — they loved this magazine 
as gamers and as readers first, and came here because 
they knew they had to work here. We don't fit in any- 
where else — and we don't want to. 

And that, really, is the subtle message underlying each 
and every issue of CGW. You are not alone. You lie to your 
friends and family. You stay up way too late. You blow off 
your work. The best day you could ever have would be to 
be left all alone, at home, in your underwear, with a big 
pile of games and junk food, with no one to bug you about 
either all day long. 

We hear you, brother. We are you. 

■ ■■ 

And one last thing. 

This landmark issue would not be complete without 
thanking and acknowledging some of the former writers 
and editors who, over the years, helped give CGW its 
heart and soul. Major props to Russell Sipe, Johnny 
Wilson, Scorpia, Martin Cirulis, Alan Emrich, Chris 
Lombardi, Alan Greenberg, Denny Atkin, Terry Coleman, 
Elliott Chin, Loyd Case, Dave Salvator — and many more 
smart and talented people who led the way and taught us 
how to do it right. 

And now 1 really have to get back to Doarkus in 
EVERQUEST. A few more goblins, and Level 8 is mine! 

Happy gaming, everyone. 

What Jeff doesn't realize is that starting next month, 
he has a new assignment. Wish him luck as our new 
modem/router editor at ;e//_green(®zjffdavis.com. 
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is it a notebook 
that doubies as 
an entertainment 
center or an 
entertainment 
center that 
doubies as a 
notebook? yes 





Oil 





Introducing the All-New Dell™ Inspiron™ 
8000. The most complete multimedia 
capabilities ever featured in a notebook. 


DELL™ INSPIRON™ eooo 


NEW — Multimedia Mobile Desktop 

■ Intel’ Pentium’ III Processor at 700MHz 

■ 15" Super XGA+ TFT Display 

■ 128MB 100MHz SDRAM ■ 10GB'' Ultra ATA Hard Drivo 

■ Fixed 8X Max DVD-ROM Drive 

■ 4X AGP 32MB ATI Rage Mobility “-M4 SD’ Video 

■ Internal 56K Capable" FaxModem 

■ 59WHr Li-Ion Battery ■ harman/kardon' Audio 

■ MS’ Works Suite 2001 ■ MS' Windows' Me 

■ 3-Yr Limited Warranty- 

■ 3-Yr Next-Business-Day On-site Service' 

■ 1 Year of DellNet ' by MSN' Internet Access ' Included 

<t 0^70 E-VALUECODE 

^ 7 89894-800223 

ASK US ABOUT NO PAYMENTS FOR 90 DAYS, 

DELL RECOMMENDED UPGRADE: 

■ Add Modular 8X Max CD-RW, S299 


With the Deir’ Inspiron"' 8000, you can carry your home 
entertainment system and your computer with you. 
Innovations like the 32rviB video with 4X AGP graphics 
and harman/kardon' audio deliver sharper images and 
smoother transitions to bring games, movies, and 
streaming video to life. And with dual optical devices, 
you can watch a DVD movie and burn a CD at the same 
time. With a notebook this fast and this powerful, you 
can do more wherever you are. It’s just one more way 
Deli helps you get the most out of your PC. 



Pentium®/// 


D0LL4ineaCom 

contact us today 800 . 678.1190 www.deiUme.com 


Includes Windows Millennium Edition — the home version of the world's favorite software. 





for newer 
technology, you’d 
need government 
clearance. 


Dell’s latest and greatest technology can be 
yours with or without the background check. 

So yoLf forgot to return a few library books and couldn't get into the FBI 
Academy. Well, here at Dell"; we don't discriminate. All of our customers 
are afforded the latest and greatest technology. Like the Inspiron’" 4000, 
the ultimate balance of uncompromising performance and mobility. And, 
of course, we have all of the latest in printers, scanners, and software. 
So call on us to help build your perfect system or choose from one of 
the great systems below. Even easier than getting a library card. 



Dell'" Inspiron" 4000 Notebook 


DELL™ NOTEBOOKS: 


DELL" INSPIRON* woo II DELL* INSPIRON* aooo || DELL* INSPIRON* sooo 


Thin and Light 

■ Intel' Pentium' III Processor at 650MHz 
Featuring Intel’ SpeedStep'" Technology 

■ 14.1" XGA TFT Display 

■ 64MB 100MHz SDRAM 

■ 10GB' Ultra ATA Hard Drive 

■ Modular Removable 8X Max DVD-ROM Drive 

■ 2X AGP SMB ATI Rage Mobility " 128 3D’ Video 

■ Internal 56K Capable" FaxModem 

■ Li-Ion Battery with ExpressCharge'" Technology 

■ MS" Works Suite 2001 ■ MS’ Windows' Me 

■ 1-Yr Limited Warranty' ■ 1-Yr Mail-in Service 

■ 1 Year of DellNet " by MSN' Internet 
Access'-’ Included 


$1699., $51 


low as per mo. 45 mos. ' 


No payments for 90 days. E'VALUE Code: 89895-8D0216a 


Multimedia Mobile Desktop 

■ Intel’ Pentium' III Processor at 650MHz 

■ 14" Super XGA+ TFT Display 

■ 128MB lOOMHz SDRAM 

■ 10GB‘- Ultra ATA Hard Drive 

■ Fixed 8X Max DVD-ROM Drive 

■ 4X AGP 32MB ATI Rage Mobility ''-M4 
3D’ Video 

■ Internal 56K Capable" FaxModem 

■ 59WHr Li-Ion Battery ■ harman/kardon ‘ Audio 

■ MS' Works Suite 2001 ■ MS’ Windows" Me 

■ 3-Yr Limited Warranty' 

■ 3-Yr Next-Business-Day On-site Service* 

■ 1 Year of DellNet'" by MSN’ Internet 
Access'" Included 


$2129... 

No payments for 90 days. E-VALUE Code; 89895-800221 a 


Multimedia Mobile Desktop 

■ Intel* Pentium'- III Processor at SOOMHz 

■ 15" Super XGA-f- TFT Display 

■ 128MB 100MHz SDRAM 

■ 10GB’ Ultra ATA Hard Drive 

■ Fixed 8X Max DVD-ROM Drive 

■ Modular 8X Max CD-RW 

■ 4X AGP 32MB ATI Rage Mobility '"-MA 3D* Video 

■ harman/kardon* Audio 

■ Internal 56K Capable' FaxModem 

■ MS' Works Suite 2001 ■ MS' Windows* Me 

■ 3-Yr Limited Warranty’ 

■ 3-Yr Next-Business-Day On-site Service* 

■ 1 Year of DellNet " by MSN'' Internet 
Access'' Included 


$2779.™, $83p, 


No payrnams lor 90 days. E-VALUE Code; 89895-800227 







DELL " DESKTOPS 


DELL" DIMENSION" L Series II DELL" DIMENSION" 4100 Series 


Affordable Desktop Solution 

■ Intel' Pentium' III Processorat 866MHz 

■ 64M8 SDRAM ■ 20GB' Ultra ATA/100 Hard Drive 

■ 15" (13.8" vis) E551 Monitor 

■ Intel' 3D* AGP Graphics 

■ 48X Max CD-ROM Drive 

■ SoundBlaster 64V PCI LC Sound Card 

■ PC Speakers 

■ 56K Capable* PCI DataFax Modem 
for Windows* 

■ MS” Works Suite 2001 ■ MS* Windows"’ Me 

■ 1-Yr Limited Warranty’ ■ 1-Yr At-Home Service* 

■ 1 Year of DellNet" by MSN* Internet 
Access'* Included 


$829 


$25 


permo. 45mos.''' 


Advanced Performance, Smart Value 

■ Intel* Pentium’ III Processor at 933MH2 

■ 128MB SDRAM at 133MHz 

■ 20GB'’ Ultra ATA/100 Hard Drive (7200 RPM) 

■ 17" (16.0" vis, .26dp) M781s Monitor 

■ 16MB ATI Rage'" 128 Pro 

■ 48X Max CD-ROM ■ SB Livel Value Digital 

■ harman/kardon’ Speakers 

■ U.S. Robotics* 56K Capable* PCI Telephony Modem 

■ MS* Works Suite 2001 ■ MS ’ Windows' Me 

■ 3-Yr Limited Warranty’ ■ 1-Yr At-Home Service* 

■ 1 Year of DellNet'" by MSN' Internet 
Access'’ Included 


$1299 




$39 


permo.iSmos.'' 


No paynients for 90 deys.E’VALUE Code; 89695-500212 


No paymenls for 90 days. E-VALUE Code: 89895-500208 


DELL" DIMENSION" 8100 Series 11 DELL" DIMENSION" siooseries 


Cutting-Edge Technology 

■ Intel* Pentium* 4 Processor at 1.3GHz 

■ 128MB RDRAM 

■ 40GB' Ultra ATA/100 Hard Drive (7200 RPM) 

■ 19" (18.0" vis) M991 Monitor 

■ 32MB NVIDIA’" TNT2 M64 4X AGP Graphics 

■ 48XMax CD-ROM Drive 

■ SB Live! Value Digital 

■ harman/kardon* Speakers 

■ 56K Capable* PCI Telephony Modem 
for Windows’ 

■ Integrated 3Com’ 10/100 Ethernet Controller 

■ MS’ Works Suite 2001 ■ MS’ Windows' Me 

■ 3-Yr Limited Warranty ■ 1-Yr At-Home Service* 

■ 1 Year of DellNet'" by MSN* Internet 
Access" Included 


$1699=, .Slow. 


$51 




No payments for 90 days. E-VALUE Code: 89895-500216 


Cutting-Edge Performance 

■ Intel’ Pentium' 4 Processorat 1.4GHz 

■ 128MB SDRAM at 133MH2 

■ 60GB* Ultra ATA/100 Hard Drive (7200 RPM) 

■ 19" (18.0" vis, .26dp) M991 Monitor 

■ 32MB DDR ATI Radeon'" 4X AGP Graphics 

■ 12X Max DVD-ROM Drive 

■ SB Live! Value Digital 

■ Altec Lansing’ ACS-340'' Speakers with 
Subwoofer 

■ U.S. Robotics’ 56K Capable* PCI 
Telephony Modem 

■ MS' Works Suite 2001 ■ MS' Windows’ Me 

■ 3-Yr Limited Warranty' ■ 1-Yr At-Home Service* 

■ 1 Year of DellNet'" by MSN' Internet 
Access" Included 


$2l99o,.=» 


$66 


permo. 45nws.''' 


No payments for 90 days. E-VALUE Code: 89895-500221 


DELL SOLUTIONS: 


SOFTWARE & ACCESSpRIES 


Printers: 

■ Epson* Stylus 777 Color Printer, add $99 

■ HP* DeskJet’ 932C, add SI 49 after $50 
HP’ Mail-in Rebate” (Reg. $199) 

Scanner: 

■ HP’ ScanJet* 4300Cse, add $99 after $50 
HP’ Mail-in Rebate** (Reg. S149) 

Power Protection: 

■ APC Pro8T2 SurgeArrest, add $39 
Software: 

■ Extreme Game Pack 
(Dimension'" only)”, add $99 

■ Family Game Pack”, add $99 
Camera: 

• HP' C315 Digital Camera, add $299 


FtNANCING & SERVICES 


Payment Solutions: 

■ Dell"' Monthly Purchase Plan - Enjoy easy-to- 
buclget, low monthly payments. Systems as low 
as $25 a month for 45 months’' using the 90 Days 
Same As Cash feature of the plan 

Dimension"" Desktop Service Upgrades: 

■ Dimension'" 4100 and 8100 Series 
Premier 3-Yr At-Home Service', add $99 

■ L Series Premier 3-Yr At-Home Service*, 
addS119 

Inspiron ” Notebook Service Upgrades: 

■ Inspiron" 3800 and 4000 3-Yr Mail-in Service, 
3-Yr Limited Warranty', add $99 

■ Inspiron'" 3800 and 4000 3-Yr Next-Business-Day 
On-site Service! 3-Yr Limited Warranty! add $219 



Pentium®/// 


Includes Windows Millennium 
Edition — the home version of 
the world's favorite software. 

'Tcle(ilioiie access (call your phone 
CO. for details} and other surcharges 
lor access may apply. Must register 
within 30 days of receiving computer 
and accept DeliNet/MSN Terms of 
Service. You agree to be billed 
inoiittily fees after (he initial service 
period, You may cancel service at any 
lime. Offer valid for new customers 
only in U.S. households and must be 
over 18 years old with major credit 
card. Limited lime offer. ''Monthly 
payment based on 13,99% APR FOR 
QUALIFIED CUSTOMERS. OFFER 
VARIES BY CREDITWORTHINESS Ol- 
CUSTOMER AS DETERMINED BY 
LENDER. Under 90 Days Same As 
Cash foaiiire, interest accrues during 
first 90 days if balance not paid 
within DO days. Customers not eligible 
for 90 Days Same As Cash feature 
may he offered standard 48-month 
finaiiciiuj with APRs ranging from 
16.99% to 23,99%. Example; S1,650 
purchase price, at 18.99%, 48 monthly 
payments at SDO, Taxes and shipping 
charges extra, and vary. From 
American Investment Bank, N.A. to 
U.S. residents with approved credit. 
Availability may be limited in some 
states. Limited time offer. 

Piicus, specilicaiions and availability may change 
vjiltioiil iioncu. Taxes and shipping cbaigus Kxlra, 
and vary. Caiingt ha combined with uiliar otlors or 
(liscminls. Valid lor U.S, Dell Home Sysiems Co, 
only, 'For a copy o( otir Guarantees or Limited 
Wiitriimit's, write Dell USA L.P., Attn: Wartaniies, 
Oiii; Dell Way, Round flock, Texa.t 78682. 
•At'Hnnic or On-site service providori via ihifd- 
parly contract with castotnor. Technician will bo 
tli.spalchDd, it necessary, following phone-based 
ifuiihle.shootmg, To recoiva Next-Bosmess-Day 
service, Dell most notify the service provider 
betoio 5 pm (customer's timeV Availability varies. 
Other conditions apply. ’For bard drives. GD 
moans 1 billion bytes; accessible capacity varies 
with oporoting environment. 'Download speeds 
limited to fiSKbps. Upload speeds are less (about 
20KbpsI and vary by modem manulactiirer and 
line conditions. Analog phone line and compatible 
setvor legiiired 'Soltware, packaging or docii- 
inonianon may dillnr from retail versions. -’’For 
rebate details and coupons, call 80Q-728-9665 for 
HP System and monitor purchase may be 
requited fnt tohaio. Intel, the liiiel Inside logo 
and Punimm are registered iredamarks. and 
Iniu! SpeedStep and Celeron are trademarks of 
Iruel Corporation. MS, Microsoft, MSN and 
Windows are logisterod trademarks of Microsoff 
Corpuiution. JConi is a registered trademark of 
JCniTi Corporation. HP and fieskJetare registered 
imdomarks of Hewluit-Piickafil Corporation. Doll 
ciiiiniii be held responsible for errors in typography 
(11 pltoioyr,i|ihy.ii"'2001 Dell Computer Corporation. 
All lights reserved. 


iK»LL4me»com 

contact us today 800 . 678.1190 www.dell4me.com 










my new pc 
doesn’t raise 
the bar. it 
Obliterates it. 



DELL" DIMENSION * 8100 Series 


NEW — Cutting-Edge Technology 

■ Intel' Pentium' 4 Processor at 1.3GHz 

■ 128MB RDRAM 

■ 40GB’ Ultra ATA/100 Hard Drive (7200 RPM) 

■ 19" (18.0" vis) M991 Monitor 

« 32MB NVIDIA " TNT2 M64 4X AGP Graphics 

■ 48X Max CD-ROM Drive ■ SB Livel Value Digital 

■ harman/kardon" Speakers 

■ 56K Capable'’ PCI Telephony Modem for Windows’ 

■ Integrated 3Com' 10/100 Ethernet Controller 

■ MS' Works Suite 2001 ■ MS' Windows’ Me 

■ 3-Yr Limited Warranty' ■ 1-Yr At-Home Sen/ice' 

■ 1 Year of DellNet'" by MSN'^ Internet Access” Included 

<t I AOO e-value CODE 

^ I 89893-500216 

ASK US ABOUT NO PAYMENTS FOR 90 DAYS. 


Introducing the All-New DeM" Dimension " 8100 
with an Intel Pentium 4 processor. Over-the-top 
performance for those who can handle it. 

The Dell " Dimension"' 8100 takes you to the next level and then 
some. We're talking speeds starting at 1 .3GHz maximized by the 
latest Intel' Pentium' 4 processors. With up to 1GB of memory, 
you can multi-task without sacrificing performance. Arming you 
with quite possibly the fastest and most powerful desktop you’ve 
ever seen is just one more way Dell helps you get the most out 
of your PC. No matter how extreme your needs are. 



iK»LL4me9Com 

contact us today 800 . 678.1190 www.clell4me.com 


Includes Windows Millennium Edition — the home version of the world's favorite software. 

i. n rUiiiK access (call your pltoiie >-.o, lot riot.tilsi mol ulitiv siitcli.irtjf. for occesv loay niii.ly, Miisi 11131MCI yjitlini . of tci'fiiviiiii coiic(iiilot .onl .rccepl DiillN'ci.'MSN Irtno.s of Servico 




